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PISTOLS 


MOVABLE BOXES 
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You'll probably want to use the 
Uzis while Lara’s in motion. 


The Uzis are a powerful pair of 
guns, but using them effectively 
usually requires Lara to be some- 
what evasive. This isn’t always 
the case—lesser foes fold up ina 
hurry under twin Uzi assault—but 
when Lara applies these weapons to herds of Yeti or crowds of crimi- 
nals, she can’t afford to stand still. It takes a little time for the Uzis to 
take down tougher opponents, and unless she’s mobile they'll get in 
some licks before they succumb. 

Your first shot at finding the Uzis occurs in the Bartoll’s Hideout 
level, near the Detonator Key hut. 


HARPOON GUN 


The Harpoon Gun Is a mixed blessing. Occasionally, it’s useful—and 
even amusing—to dogfight with a lone frogman in some nice, wide- 
open pool or tank. Unfortunately, that kind of best-case scenario is 
just that—best case. 

Worst case is two or more frogmen—teally, two or more of 
anything bigger than a Barracuda. Although the Harpoon Gun handles 
single opponents easily, it only fires in three-shot bursts (you must 
take your finger off the Fire button to reload). If more than one enemy 
is swimming or shooting toward you, It's usually best to clamber 
ashore and pick a better weapon. 

The Harpoon Gun sits on a bunk in the Offshore Rig. 
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The M-16 Rifle's Increased range 
makes It handy for sniping, 


Tomb Raider ll's big-ticket weapon 
is the awesome M-16, a gun of 
impressive power and range. Lara 
must stand flat-footed to use It, so 
employ it against foes who aren't 
in a hurry to close the distance. 

Notice that the M-16’s range is greater than the game’s other 
weapons; the increase may be slight, but it can be significant. When 
you can’t get a target lock with another weapon, switch to the M-16. 
You may be able to reach out and snipe someone. 

The M-16 Is concealed down a trapdoor in the Diving Area, in the 
hall between the two burners. 
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Lara does not live by firepower alone. These nonweapon items can be 
critical to Lara’s success in Tomb Raider ll. 


MEDI PACKS 


Occasionally, even the best Tomb Raiders suffer an abrasion or two. Treat 
these with Medi Packs, Small or Large. A Small Medi Pack restores half 
Lara's health bar; the Large variety restores full health. 

Sometimes It's a good idea to string yourself out a littte—that is, let 
Lara's health dip below halfway to benefit most from using a Large Medi 
Pack. And because Lara’s health is restored to full at the start of each 
level, be sure you don't use Medi Packs after barely surviving the big trap 
or battle that often culminates each segment. 


FLARES 


Lara’s Flares are a nifty addition to her bag of tricks, allowing her to illu: 
minate otherwise gloomy caves, halls, and underwater areas. Tossing and 
dropping Flares into dark areas is a good way to avoid nasty surprises, 
but don’t get too crazy with them. 

If you burn through all your Flares and need alternative lighting, fire 
Lara’s Pistols—using their unlimited ammo—to create a strobe effect. 


Lara can access each item and weapon she carries via the Inventory 
Ring. The nuance to exploit here is twofold: calling up the IR pauses the 
game; after you select a different weapon, Lara draws it immediately 
when you exit the IR menu. 

Thus, you can use the Inventory hotkey like a panic button when you 
get ambushed. Then you can leisurely choose the proper weapon know- 
ing Lara will draw It quickly. If you took a cheap shot, you can use the 
paused action to use a Medi Pack, as well. 


With a weapon or two in hand, Lara need only exploit her natural athletic 
ability to get the drop on most foes. 

Earlier sections on movement outlined Tomb Raider II's construc- 
tion, in terms of utilizing the distances and elevations of each jump type 
to traverse a level. Movement in combat is less precise, but knowing 
which moves to try in which situations can keep Lara’s Inventory Ring 
well-stocked with emergency Medi Packs. 

First things first: when you're jumping around shooting at a foe, you 
should be doing just that—shooting—the whole time. Hold down the Fire 
button, regardless of whether you can see the target on the screen. 
Eventually—quite soon, actually—you'll orient Lara properly, and you'll 
want her to open fire at the earliest opportunity. Don't make her wait. 
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THE ZREAT WALL 


The area of The Great Wall is a demanding first level, more in terms of 
Grenade the traps than the combat. The tigers are tough, but with only a few 
Launcher, exceptions, Lara can keep a safe distance from them. Don’t get dis- 
Grenades, = couraged if the hallway traps give you fits: they demand a level of skill 
Small Medi that a beginner might consider unreasonable. If you need some extra 
Pack work controlling our heroine, perhaps a quick trip to the training area 
of Lara's home is in order. 


Keep moving straight forward as the Hang a right and wade into the small Grab the top of the tall rock and pull Follow the upper pathway. Pull up 


copter leaves. pool as a tiger sneaks up from up to the path. Cap the kitty, and reverse direction, then run, 
behind. Round the rock on the left. jump, and grab the ledge behind to 
continue. 


There's a small gap where Laracan Collect the Stone Dragon fromthe Climb as far as you can up the rocks Jump and grab the ledge below the 

jump to another short section of trail !edge and double back to continue on Lara’s right before running and —_ opening and enter the dark chamber. 

as a second tiger appears below. climbing the rocks. jumping to the ledge below the high Drop through the trapdoor to the 
opening. pool below. 


Climb out of the pool, and run, jump, The switch opens the door to a Once the birds have fallen, check Siiie into. the baal helow es ve 
and grab the ledge with the switch. broad section on top of the wall. Get the broken portion of the wall. and icheckstie undeialericale: 
those guns out and dispose of the Collact the Guarshouess Key: 
three crows. 
Tomb Raider Il = 
iY k % > 
= ? 


/PRIMA'S 


. = s 


Climb ashore on the small greenish Climb the small pile of greenish rock Insert the Guardhouse Key into the Put a dent in the local spider popu- 
rock, and be ready to dispose of near the wall and jump up to the lock and get those guns out. ation, then climb the ladder when 
another tiger. You can jump back tallest portion. Jump and grab the Lara runs out of targets. 


into the pool for safety. wall above. 


Up the ladder, splat one last bug and Follow the tunnel. When the three —_—Rolll and charge back down the Collect the Shotgun shells and the 


gather the Rusty Key. Apply it to the spiders drop from the ceiling, tunnel to dispose of the sneaky Large Medi Pack and pull the block, 
lock below. another has also fallen into the spider, then roll again and deal with Slide down the slope, 
tunnel behind Lara. the three that dropped from the ceiling. 


Below the slope is a water-filled Wade over and jump to the crack, Surface in the corner of the pool In the hallway, run forward across 


room. Look to the left to spy acrack then shimmy right to avoid the razor _ near the passageway and pull up the collapsible flooring and hang a 
in the wall. disks. Drop down into the far corner —_from there to avoid the disks. right in the hall. 
of the pool. 


Hug the left-hand side of the tunnel Up ahead is a pit of spikes, and just — Immediately upon landing in the As long as you hit the slope and 

as large boulders roll down from beyond that is a short slope.Jump tunnel below the slope, jump once —_drop directly to the lower tunnel, a 

behind you. to the slope, then let Lara slide and _to the left. left jump should land Lara on a pile 
fall to the tunnel below. of AP ammo. Pick it up quickly. 
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From the pile of AP ammo, run for- _ In the new tunnel, blades swing Stick to the right-hand side of the —_If you lean left as you hop the last 
ward and jump to grab the ledge across the floor at ankle level, and _hall and jump the blades. When you _ blade, Lara lands relatively close to 
above. Pull up into the passage as _—several panels in the floor are col- © jump the last trap, leantotheleft the Jade Dragon. You have only a 

. the spikes close in. lapsible. into the new passage. second to scoop it up. 
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Hug the right-hand side of the pas- Grab the ledge at the bottom of the Jumping to the right in the area Creep up and collect the Small Medi 
sage past the Jade Dragon, andthe short slope and drop straight down. below lets Lara fall throughacol- —_—Pack, then run from the left-hand 


spikes stop short of doing you any —_ Immediately jump to the right. lapsible section of floor before side of the chamber, past the rolling 
harm. Turn and slide backward another wall of spikes closes in. blades. 
down the slope. 


Hang a right in the new area, and More spiders drop from the ceiling Before you grab the rope slider, note Drop down to the green rock in the 
look around that corner for a pair of | when you investigate near the the crack in the wall down below. corner, then jump and grab the 
spiders. rope slider. crack. Shimmy to the right, 


Pull up into the cave, and follow the Pop a Flare, then climb the Climb down the long ladder to the == When you investigate the valley 
passage past a pack of Flares. short section of ladder over to dark tunnel below. floor, a T-Rex comes out to play. 
the longer ladder. Retreat to the tunnel to chip away at 


the monster. 
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Backflip from the upper ledge, and 
let loose a grenade on the 
bad guy below. 


= 


Bail overboard and swim into the 
dark chamber. Stick close to the wall 
on the right. 


| 
LA tee 
.». leap in the boat and gun the 
engine, shooting up the long 


tramp as a distant bell begins 
tolling (cool). 
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Backtrack to the Iron Key Door, Get back in the boat, and check the 
where you acquired the second canals past the hanging laundry. 
speedboat. Open the door and cap 

the criminal. Throw the switch inside. 


In the dark chamber, Lara can stand Return to the speedboat, and back it 


near the right-hand wall and draw into position facing the long ramp, 
her guns. Use them liberally. flush with the wall, as shown. 


Crash through the bedroom where —_Zig left, then quickly to the right, 
you found the Jade Dragon, and get into the narrow canal. 
some serious air. 
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the exit (wimp), or perhaps ... 


Hang a right out of the narrow 


Follow the waterways until you spy 
some openings ahead on the right. 
Pull up short. 


In the dark chamber is a small 
button on the wall that opens the 
exit doors. You can either swim 
out through the small doorway to 


canal, and gun the engine 
toward the exit. You did use the 
first speedboat to blow the 

underwater mines, didn’t you? 


-- Disembark at the dock and kill © There are more rats on the stairs, Blast the thug in the narrow hallway, The switch opens the double doors. 
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the vermin near the double and a larger variety around the then cap a few more rats and hit Another thug comes runnitg out, 
doors. Head to the left corner to the right. the switch. all the way to the narrow hall, to 
investigate. 


ye 
Inside, look to the right and blast if you blow open. the windows, you —_— Stick to the right-hand side of ‘The switch beyond the statues 
the enemies high and low. can dispose of some Dobermans. the hallway and avoid the opens a doorway off of the 
Check the outside area for goodies. Bladed statues canal outside 
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Backflip. to. the slape Pull the box that blocks the Jump trom the movable box jedge to Climb the exposed wall to the 
beldw, then jump and = walkway above, then return to the area with the low railing. Check — opening on the rignt. 
grab the upper ledge. the floor, Grab the ledge where the body and continue. 


the box Sat and pull up. 
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Look to your right on the ledae and When the bad guy drops, run and = Shimmy left to the far end of the 


chip away at the distant bad guy. Jump to the top of the nearby awning. 
awning, Lara will slide, so grab the 
edge before you fall. 
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Stand and immediately jump trom Run, jump, and. grab the small From the edge of the awning, stand Expect resistance trom the local bad 
that end! of the awning; Lara will wooden ledge, then run aad jump to and jump toward the open portal. dogs. Head up the Stairs to the left. 
backflip to another veranda above ‘the awning further down the canal. Lara will hit her head, but drop 

the canal inside the door. 


Acriminal comes out of the room, —-Just inside. the room, an the left, The switch opens the door toa Return to the room with the cam 
guns blazing, when you approach there's a switch barely visite smail veranda. Wopefully you.killed —_flaging wallpaper, and blow open 
the open doorway. because of the wallpaper. Throw it the bad guy from a distance awhile window. There's a goon out there, 
and return to the hall. ago. Grab the shells and the Stone 
Dragon. ' 


; £S . . 

- ’ o 
Eee ie Maen) ™= ves! ; ; bal e 
You may have to.go out onto, the When you enter the room, Ihe door — Push in the bieck in the fireplace, Follow the passage, Standinthe = 
‘walk to take care of business, Shoot on the rigfil opens and mayhem then climd into the passage to dis- right-hand side of the opening a 
out the distant window and be ready ensues. There's also a thug creeping pose of the ral. above the siope and take one step ¥ 
for action inside that room up trom the walkway benind you. backward. Jump torward and to the < 

Stack ‘em up. right to hit the water below. a 
he ean “Ss = Sf rr 
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Climb.out of the water.and.onto SN. INN RnmSe aeUD-esemgene Pa. ot.) FPQrerUD Ore ee eee 4 
the platform, below the slope. when you'step onto the wood panel. ourner. then stop end do two stand- angling slightly totheleft. step 
Check the trap. Step just far enough onto the wood —ing tarward jumps to make itpast © towardthe door. Open fire withthe = 
to shut off the flames, the trap. Don't hesitate. Automatics on the goon. When he | i 
fails, switch back to Pistois. 
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Weicome to the baliroom. The Climb the low bleck, and jump From the second chandelier, look to The switch opens a portrait.on the 
idea is to Climb the chandeliers and grab the lowest chandetier. the right. Run and jump over, and wail below, revealing a chamber with 
to reach the room's upper Run, jump, and grab to the next throw that switch the Library Key. You must reposition 
\edaes, light fixture. the chandeliers to reach the prize. 
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Return to the chandeliers and Whack the rats, then round the pillar Jump and grab the beam and Pull. up when the arc of the root 
continue to the ledge above the —_—to the right. shimmy to the right. allows. 


jast fixture in line 
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Run and jump to the ledge.onthe On the new ledge, approach the From the top.of the brick wail, With the positions of the chande- 
tar side of the beam, Be caretul; brick wall and be ready tor the thug jump forward to the nearby hers reversed, the Library Key is 
it's a long way down. who climbs over. Don't let him force beam. The switch there reconfig- accessible. Drop down to the 
you backward! ures the chandeliers highest chandelier. 
, 
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Jump forward from the edge of each From the. lowest chandelier, run, Return to the central chandelier Throw the.switch, then shoot aut 
chandelier to the next lowest fixture jump, and grab the edge of the and jump to the jedge near the the windows and check the ledge 
small chamber behind the portrait. door through which you entered outside 
Claim the Library Key. the ballroor 
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Hang and.drop into the deep hole. —- Pull the lever in the small pool. Swim through the underwater door —_After that initial right turn, you need 
The switch you threw moments ago That's the Library Door nearby, but _—that the lever opens, and get a good only Keep moving in that direction. 
opened the trapdoor below. it il have to wait. breath, Dive down into the dark There are a couple of different 
maze and hang a right below. roules, and a Grenade stash on the 
left in the open area, 
— 
i” 7} 
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In one corner of the open area rests Return to the Library Door and apply Drop the thug in the foyer. To the In the open room, climb the book- 
the Gold Dragon. The lever onthe the Library Key to the lock. Get out _—_right is a switch on the wail, but shelves to the ledges above. 
wall nearby opens a trapdoor above, those guns. feave it alone for now. Check the 
in case you need to get a breath open portal straight ahead. 
before backtracking, ; 
we Fe a a 
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Blast the rats, then — over and The switch opens another door back Unload on the criminal that emerges Climb the shelves on the left - ( é 
throw the switch in the foyer. Drop back to the floor from the opened door, and check his _inside the door, « 
and get out the Automatics. sludy area 7 


Run and jump from the top.ofthe Blow open the window, then slide Hanging from the end of the small Lara lands on a small — Run 
tirst shelf to the ledge across the = backward down the small landing to awning, drop and then jump and jump trom there to the awning - 
room. Climb the shelves there tothe grab its edge. immediately. Lara will backilip. across the smail courtyard. | MM 
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Jump to the.top of the brick wall. Run, jump, and.grab.from the raised Cross the rooftop to the. small, itreg- In the small pool beyond, the inregu- 
Notice the smail raised section at end of the brick wall and Lara can = ular opening. Stand back about 10 —lar opening wails a pair of Uzis tor 
the far end. just reach the edge ol the roofiop meters trom the wall, then jump Lara to call her own. 

across the canal forward to gra the ledge. Pull up. 


V1 


ra the smail structure, relieve You can run.and jump fromthe low  Blow.open the courtyard windows = The door to the small courtyard 
5 


é guard and take the Detonator area of the dock outside the hutto anid return to. the Library toyer. opens upon Lara's approach, Hop in 
‘Key trom the’ table top. land standing inthe exit. The door © Throw the switch, which opens the — the water and Swim to the left, 
Opens, and a criminal opens fire nearby door. Kil! the criminais on 
from close range. Uzis, anyone? the left as you enter the door. 
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Dispose. of the. rat.and climb to the Follow the brick wall and climb the Blow open the window and collect Use the Detonator Key at the small 
brick walkway. Pass by the structure to the breakable windows the Jade Dragon. Double back to the box to demolish the structure where 
Detonator Box for the time being Detonator Box the Jade Dragon sat. 
and climb the higher brick wall, 
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Put Lara's back inthe corner and = — Follow the top of the brick wallto _—Cl/mb.up through the building's Jump back across the 
peg the sniper on the ledge above. the ruined building and jurip inside. Sell to the Mole in the ceifing to hole in the roof and 
' reach the roof follow the passage to 
= + — your exit. 
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On the plationm near the swinging 
box, stand like this and whip out 
that Grenade Launcher, Jump 
hackward 


Continue to the top of the ladders. 
then run and jump back across the 
canal to the white ledge. 


‘Stand near the entrance to the 
level and jump to the sloped root. 
‘Catch the edge and shimmy ieff. 
Orop to the Hat spot. 


The Opera House turns things up just a bit in the land of Lara, so proceed 
with caution. Hopefully you scored the Uzis in the last level—you're going 
he teed Veet nme Ee es ee herd pow car bowerere grou curt ie 
Uzte tor te Bed choice te yoy mend 2 Flee, Oy et oan, Inky 
yourself. There are quite a few dark corners in the Opera House, and an 
area below the stage is pitch-black. 
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‘You shouki hit the slope across ‘At one end of the shor section of From the landing at the top of the 
‘he canal and slide in the direction ithe canal is @ ladder for Lara’ tirst section of ladder, jump and 
‘of the criminal down below. Take = ¢a climb grab the ledge above. Pull up and 
care of business before you hit throw the Switch 
‘the waier 
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Run, jump, and grab your way back Expect to take damage when you hig Upstairs from where you acquire 
to the platiorm near the swinging the floor near the Omate Key. Apply thé Omate Key, backtrack up the 
box. Get out the Shotgun and run = ¢he Shotgun to the resident goon ladder and across the ledges 
and jump across the canal through ~—_ and be prepared to dispense more to the platform with the 
the opening in the roof. ainmo on the exit stairs. swinging box: 
‘ 3 " é ( 
7 = ' Lum 
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aan ee 
ANKE en (soa | 
Jump from the flat spot to the Blow open the window and Climb the iadder and use the 
sloped roof above the window and = walk—walk, mind you—-off the Ornate Key on the lock. Follow 
catch the ledge. Drop and grab the edge and to the left. the passage and climb » second 
window ledge, then pull up. hort ladder. 
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Stand back trom the edge of the You'll have to jump one gap, 
tedge facing the collapsible roof then jump again and grab the 
sections, like this, then jump edge o ledge. 
forward and start running. Fotlow the passageway. 
. 
~~ : nd 
| P 
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Stand at the corner so that you can Behind and below the box is # 
run, jump, and grab the ledge to the button. Push it and the nearby fla! 
left of the swinging box. section of the dome opens. 
1 ’ 4 
es 
a% * f ’ 
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Climb down the ladder to the hail The button closes the gateway to 
way below. # you ao to the bottom the switch room, Climb onto the 
of the slope and loop back before gate and through the opening 
pushing the button, you'll defuse a on the fefi 
boulder trap. 
—s 3 } 
, } . 
= Sy $ 
2 | Having dealt with the crim- Backtrack to the Opera House 
_ ~ “nals, reverse direction down proper. Utilize the ledges on the 
the goon's hallway. There far side of the room to descend to’ 
you'll find an inopera- the floor, sniping as you go. 
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‘tive elevator and 
more friends 


forth Lyte Misery 
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‘Stand on the ledge and conserve = Jump to the dome at the closest cor- 
your ammo. if you turn and drop ner and cross its top to 
backward, grabbing the ledge as! © “on more foes. Check all the bodies 
Lara falls, then pull back up, other 
enemies will appear. 
y aa 
{ 
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Climb back up beside the box and in the small room below are a pair of 
utitize the Pistols to dispose of the’ witches. You m 
inew arrivals. Take their respective Board before the right-hand one will 
stashes and drop through the! do anything. Throw the switch 
open trapdoor. won the left! 
» > 
at - 
ri « 
’ | hut 1 . — om 
| 
Drop down to the floor and be in the a May, apres 
sharp: there's an onrushing goon goon’ 
and 2 dangerous overhead sandbag. ss Gere nal So reed 
hostility. 
: | 
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Watch for rolling boulders as you = "You may have to climb the 
‘cross the floor (or if you venture’ and get shot in the back 
through the opened doors). “es out the sniper above. 
the AP ammo and notice the 
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‘Head for center stage and deplete Laon ann, alllieeetene Check the Doberman’s room. Throw Check the opposite side of the 


the actor's guild en route. Climb drop the Doberman. Now turn the switch, Say, is that a Circuit ssiage, being wary of sandbags, then 
\th® underwater box to reach around and snuff the punk shooting Board under the water? (Yes.) deliver some backflipping justice. 
the stage. you in the back. 
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From the floor of the room, go over jump and grab from the edge of Throw the switch in the upper Past the plank, run and jump to 
(and coax down the sandbag above the stage to the plattorm. Walk nook to lower the plank. Run and grab the ledge in the wail, then 
‘the crack. through the glass, then run and Jump back to the platform just climb to the nook above thai. Rury 
jump to grab the low end of the hy of the ales and jump from there to the upper 
‘crack. Shinumy left walicway. 
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— the rat on the upper ee ee ee re ee et ee ee The failing sandbag crashes open a 
twalkway and walk forward, carefully Soe GehGr keg se teeny ae Geer OF eter nent aeeieemee — trapdoor in the stage. In the corridor 
near the swinging bag. Throw the switch on the walt to beyond the switch, turn and side 
irelease a sandbag above the stage. backward down the slope and grab 
ithe edoe 
Aa . = ; 
‘Wea ee’ 1 « te J = 
pe “ wo 
\ Sn | ” aie x 
> : r | 
| See Sef a4) | A 
a a sj { » : 
Rs Mae Wee 


Hanging trom the slope beyond the + Througn the low opening is a smail, Return tothe small chamberand Besides the hallway off of the 
switch, stand and immediately jump. ark chamber. On the right as you wade to the low ledge. Throw the ‘trapdoor ares, there's a low 
Lara should backflip to a pool below enter te @ small passage sloping switch before backtracking toward underwater passageway. Swim 
ithe Sage. Circle left and look for ® «= downward. Swim down and grab the the trapdoor area down and up to another 

low opening. ‘Stone Dragon chamber. 


Open House 
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— SS oe blow out the Slide down the slope, then jump and Climb the tedges, then 


, 
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Take the Relay Box and ctimb the 
tall tadder. The previous switch 
opened the door above, The Relay 
Box goes in the panel next to the 
neperative elevator) 


(n the glass waits the Gold Dragon. 


in the first alcove on the left is a 
owitth that opens the exit door in 
thesecond aicove 


| 


{ 


‘Follow the underwater stairway, 
around to the left and swim up to a 
waste-deen chamber 


oy 


Hallway is to the right as you enter. windows to the white room. Throw) 
but the goon is pacing. To the feftis the awitch to open the door 


a rat ready to gnaw Lara’s ankles. 
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Insert the Relay Box into the wall 
panel near the switch. Throw the 
switch, but don't get inside the 
Plevator 


} 
: 
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— + : 
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If you let the elevator go down with- 
sout Lara inside, you'W spy a tadder 
on the wall. Jump from the ledge to 
grab, then climb up. 


Dispose of the criminals working the When the elevator rises, you'll see 


ground floor and gather their 


Shotgun shelts. Throw the switch to 


send the elevator back upstairs 
— 

q Mid 
c) 
. 


‘Circle around to the left of the! 


that there's a poo! below. Jump in, 


Climb the rat-infested ledges and be 


underwater cage and pull the lever —_ prepared for foes left and right when 


to open the nearby grating. 


grab from the bottom to catch the 
ledge and avoid one of Lara's 
biggest fans. Pull up and take the 
Ornate Key. 


you jump to the hallway. 


b-, 


jump forward to the a 
slope, Jump and grab = - 


iy 


From the eage, jump forwara ‘To reach the higher hallways above NE Ry, yi ee Nee ee ee 


across the gap in the corridor. the spinning fans, stand with Lara's (00 4 0) # (eG) fete bom st gen ome 
back to a tan, ner toes on the edge © Jump and grab the edge, then front of the spinning tan. 
iof the ledige, and backflip. pull up with caution. 
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{t you run out of the Jade Dragon's —_In the small room, pull the box and Stand on the box and shoot the win From the lower window ledge, jump 
hallway, Lara should land in the push the button. Pull the box over —_ dow. in the smail area is another at an angle and grab the edge of the 
opening of the hall | below. in tront of the door, then push ne ae Ls ee ee 

ft outside’ 


(stacks atop the first one. 
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right-hand switch 
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There's plenty more trouble just Backstage, SON OIpeie ok ond am aT as pit nelle Throw the switch on the wall and 
ee ee 


to feil through the trapdoor on sandbags, climb the boxes to the via the ledges on the left. Blast the ing bag. The Idea is to jump off to 
Lara'sieft, " _ =~ Jedge above the stage. Ce ela ‘the slope so that Lara slides onto 


the flat ledge just shy of the bac. 
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Remember to check all of the bad 


ee er te 

ready to dispense some serious armed. Climb the boxes, wary of the room. Expect trouble en route. 
Uzi rounds on your enemies. bags, and head back to the right of guys before leaving. 
iTake the Grenades. the entrance) 
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You can peg the rig workers far © Jump over to the walkway near From the walkway near the wall, you Break the glass and grab the Green 
below from this vantage point. _the wall. Notice the exit passage should be able to pick off the distant Pass Card. Double back to the walk- 
One will drop a Small Medi Pack up above. gunner. Run and jump overto his —_ way near the wall and follow the 
that you can pick up, if you feel area, jumping around the pillar with hallway up. 


like backtracking. a left lean. 


Drop down into the lower pas- © Apply the Green Pass Card to the Throwing the switch in the control Pull the lever to the left of the gate 
Sage ready for trouble, andcon- —_ reader and throw the switch in the room sends the water back tothe — and make your escape through the 
tinue down that passage to the control room before exiting through _—first pool. Jump in and follow the — passage beyond. 

control room. the opened door. underwater tunnel. 


The Diving Area is a sprawling excursion headed in the direction of the 
briny deep, fraught with peril but rich with reward. First, the bad news: the 
Diving Area introduces the flamethrower to the list of Lara's enemies. Very 
bad indeed. When in doubt, use the Uzis. The good news is that the level 
also features the awesome M-16, stashed in a sneaky little hiding place. 


Follow the passage to the ledge Run, jump, and grat the ladder, and = J¥Mp into the pool and swim Pull the underwater lever to open 
above the pool. That's the exit low climb up to the hallway. Push the  Denteath the largo, immobile the exit doof and climb out onto the 
and to the right, but don't go inthe — button to stop the huge fan, Collect the Grenades and walkway. 

pool just yet inderwater fan double back 
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(Lowk 40 the left we you-errter tie You need to-croee the pillars kelow = ur-and-jump from the: welt hen tes GRATIS 
rane room and dispose of the the cranes to reach the fer side ef the pillar, and grab its edge. You-cat! jump, and grab the edge nf the a> 
onrushing villains, The ones across the pool. |i you fall, there's aback- —pull yourself up and stand safely in tant pillar. 

the pool are unarmed. track tunnel below. the corner. 


Wrenn vennttter, 
! 


Fun and jump fromthe top of the Punish the rig workers and follow — Down below the broad slope is a Slide down the slope backward and 


second pillar to the walkway atross — the watkway to the adjacent huge pool of toxic sauce. Not good. grab the ledge above ihe small cen- 
the pool, chamber. tral opening. Drop down and collect 
the Stone Dragon. 


ul up-cu-ef the hole, and ate Follow the passage ant cll’ = Coltent the emnee-near the hole o Glide down the slope end grab tie 


forward. Jump~juet jump, don’t wer ery) tall. ladder the floor and drop in 90.thet ane edge before:Lara slips eff, Drop.ent 
torward antion—fram the bottom ot slides backward. grab the ledge below and pull up. 
the slope, and Lara reaches the 

walkway 


\_ 
in 
Diepoes-et the guard on the “hrough #7 opening tthe raiting, Slide down end-grab the edge of the Backtrack up the pasenge near-ti? 
‘elevated walkway and look ta: = you cenrun and jump fe tee-slone = slope. Drop-down and.grab the: Blue Blue Pase Card niche and slam 
left at the intersection. lar above the niche. Pass Card. the brakes when you round the. 
corner to the left, Run, jump, and 
fab the tall ladder. 
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Return to the elevated walkway and Enter the perimeter hallway and Once things have cooled off, check Dispose of the guard relaxing, 
take the right-hand turn at the infer- head tothe right. You'll encounter a the two portals that youcan open. —_ poolside and check the scene. 
section, Apply the Biue Pass Card —_ pack of four Dobermans on the Take the passage where the stairway To the lett is a sealed control 

to the reader and headto the right prowl anda bad guy armed witha — leads Gownward. room. Across the pool is the Red 
in the passage beyond. Hamethrower. Pass Card, out of reach. 


dump in the water and kill the Follow the underwater tunnel and Follow the passage to a gale 
fragman that emerges trom the pull the lever, Reverse direction look for a lever to pull on the lett. thal Opens as you approach, 
underwater tunnel. Gel a good and swim through the gate that Pull it and continue onward, Hang a lett in the passage and 
breath belore going inside. has opened. return to the pool. 
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‘The second underwater switch Inthe chamber adjacant to where The first time down the hall, you 


opened a door af the top of the where the holicopter is making the copter takes its leave, there's a_ need to throw orily the switch on the 
stairs—through the second door off getaway. Take out your frusitations — burner hallway flanked by a switch right. 
the perimeter hallway. on the goons, and a button. 


Run down thé hallway andlet Lara in the small hole halfway down the © Now throw the switch, then jump lett Backtrack through the perimeter 

fall through the trapdoor. Quickly burner hallway waits the ever-tovin’ nd press the button. Charge down —_ hallway to the poo} room and push 

search the bottom of the small area M-16, Cool: Hustle back out of the ‘the hallway, leaping over the trap- —the box near the daon. Insert the 

hallway. door pit, Take the Machine Chip and _ Machine Chip into the panel and the 
beat feet back out of the hallway. door opens. 
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te thet comer of the:room, approach “She button in-the hidden hall operni 


the posl.on-Lara’s left..Uzi the goo and dispose of the sneaky the contro! panel to the right of the the grating inthe bottom of the pool 
i frontot yeu and keep running “amethromer near. the entrances ‘range tank and H.opene Push.the — Swim down end collect the dade 
into that corner of {he room. button inside. Dragon. 
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Approach the underwater tunnel, ‘it's much easier fo exit the pool and Your tension relieved, follow the Far below is the mini sub. IF-you're 


‘then opin and head for the surface = 4dll the frogmen from there than iti# underwater tunnel.to sarge really lucky, -snaybe you'll get te 
wher you hear the unmistakable to dogfight two at a time underwater. chamber. hitch a ride, 
‘sounds of frogmen. 


Return through the underwater tua- : 
tub and climbs te the ledge. Blast. throw. Do so, and be sure you den’? the large pool-once you throw the ‘ne! and-climb out of the pool ready. 
vasident rig sockers fall into the water when you climie —ewitch on the upper ledge. Kill hie -‘f0r 20me unhealthy disrespect 7 

back down to the lower ledge. before backlracking, Teach the goons some manners and 
head up the hallway. - 
~ . 
. 


. ¥ 1 : x —_> ~ ” 
The-contrelreom near the-poct it dump-enc-grab the edgeof the plant Feu'lihave'to stop the sew-to claim Backtrack through the perimelei 
‘open: Throw the switch inside ané. ebave the pool, then run and jump: e-card. Push the button in-the hell: -hallway, thinning.the crowd en. your 

the plank suspended over the pool from its top to the area near the Red = way behind the nearby boxes. way Upstairs. id 


ichanges position. Pass Card 
Divi a Aver : 


ts 


“The ares where the falicopter‘toot 
ft previously hae recontigured. 
Prop dewn end tellow the presage 


‘Piase-the eecond Machine Chip inte 
the panel near the saw and the blade 
deoiete. Claim the Red Pass Card 
and double back to the doar with the 
appropriate reader. 


Follow the long path threugh long 
‘oeridore end welery passages 


HO PrVePAAs 


Se bret Harpoons 
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Brop'through the hole'irthe flow = Tie rig worker toughs ty a/secont 


1 the end of the presage and Machine Chip upon his demise. 
ignore the rig worker that come® = Nearby is-a door and beside ¥ 's the 
from the left: there's a Red Pass Card reader. 


Hamethrower on the right that 
needs your immediate attention, 


=|) 


Woe the Red Pace Gard te-open tia Down below, # shotgun-wielding rig 

nearby door and get out a big gun 03s waits in close proximity. 

or ‘wo befose dropping into. the hole Permanently demote him. end folles 
the passage. 


From the upper walkway; punish the When you go downstairs; check 
neathens. abusing the friendly monk shrough the open door before going 
‘seer the monb's fallen for 


Welcome to the first of several levels in and 
around the capsized remains of the good ship 
Maria Doria. The initial level, 40 Fathoms, is one 
you can wander around for a while, if it weren’t for 
this blow-by-blow account. With this walkthrough 
as your guide, you should consider a total time in 
excess of 40 minutes as a humiliating reflection of 
your own abilities. 


The doors te the perimeter hallway 
open upon Lara’s approach. Head: 
beck to the Red Pass. Card andthe 
guardian buzz saw. 


peecsrire 


oe ed 
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Se careful not-to fall into the large 
pool, as there's:ne wey to clime 
‘beck out.in the same area. Fleecé 
the bodies, and don't overlook the 
Harpoons near the air tanks. 


Through the open-door waits the 
Gold Dragon. Take #, then go cheo® 
on the monk. At least.it looks like 
he's going to live 


As the mini sub crashes to the 
ocean floor, turn around and look 
for scattered debris—boxes and 
such. Foltow that trail. 


x 


¢ 


ee Fe arr spe ee rrp seers 16 


im alder 


\, 


CY rs 


a6 The Mirek | bine Mira Povin 


{ Tue PWRECE 2F TUE MARTA DeRTA 


Secret 
Bonus: 


ty 
(Aton tes preg ft begs 
ake Cited phernhe, fine ory 
boy, Collect the Harpoons trom the 
floor and follow the passage. 


Through the opening, look to the 
left-hand comer of the roam. Pop a 
Fn ed et tome tam eee 
“the ceiling. 
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Behind the first box are two more 
that Lara must push and pull to 
Sv Om pen Same 
the right-hand path. 
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If we had to pick a favorite level—if we had to for whatever 
teason—this would be it. The Maria Doria has got it all. Nasty 
ambushes from heavily armed foes. Sneaky Secrets. Killer 
puzzies. The big puzzle is collecting three Circuit Breakers, 
which you use to access the final third or so of the huge 


level. Have fun. 
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AM Hit! 
‘ : 
TiN t < ‘s es 
/ len y= e 


wee te Lage tek Pee ew Se ae er ee ‘eg ow 


creert Liv | headtt ends 0 | Mae bs oe ellepeiite Ram baie 
at or very near maximum for this This is gonna hurt a bit. ammo on (he foes that emerge 
next trick. from the opening. 
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There's a nasty rig boss hiding in © Orop down through the hole.in the In the chamber adjacent to the over- 
the dark corridor, and another tioor and claim the Stone Dragon. turned pool are several movabie 
ome omg ae Cees veer ce Bed 
behind when you discover the where you climbed into the hail. to the end of the nearby hall. 
‘hole in the floor. 
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Expect trouble when you drap from Head to.the right and turn.to punish Drop the thug.on.the ledge above, 


the passage to the area below. 


the crowd severely. Keep those 


and hug the right-hand wail, Enter 


Comrie (ewe tein 2 elt tent pee Ged a Od Vee ON Be Genet ng ememing remtinaely 


aiso appears in the hall behind you, aliroom. 


The MWreck ef 


Beyond the broken glass is a hole 
in the floor. Circle around to the 
teft, to the far side of the hole. 


A 


doors nearby, Press the bulton 
behind the doors, get out those 
guns, and roll. 


Shimmy all the way. past the high 


tedge with the opened door, to the 
ledge on the tar side of the room. 


At the end of the hallway is a door 
Lara can open. with better results. 
Drop down to the floor. 
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Step back as tar as possible In the dark hallway below sits the 
and run into the hole from the Rest Room Key, To exit the hall, 
non-hazardous side stand at the edge and jump forward 
to grab the ledge above. 
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The Rest Room Key opens.the glass Defend yourself, then cross the 


room to press another button 
behind the opened doors, That 


Before you leave, press the first but- 


ton again. You want to close the 
doors in front of the second button 


Opens a door back in the ballroom. 


Follow the upper ledge to its end 
and a break ih the railing. 


Hil 


db 
HSS 
Pull the box out of its nook and 


push it to the far left corner of 
the room 


s, 
Run, jump, and grab across the gap 
to the ledge beyond and take the 

first of the Circuit Breakers 
Backtrack to the opened door on the 
high central ledge. 


* 


4 
1 i AN SN 
| | SS 
Climb atop the repositioned box 
and throw the switch to open the 
nearby door. 


Poa eel 
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Double back to where you moved 
the three boxes previously, and 
check the left-hand hallway. Around 
the corner to the right is the lock 
Vou seek 


Backtrack to the ballroom and look — 
for a protruding section of floor thar 
ailows Lara to jump and grab the 

‘edge above. ? 


Ww 
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Follow the passage. At the first 7 
pair of doors, one chamber 
requires the Rusty Key and the ; Y 
‘ther is sadly empty. | ‘ 
7 
] | 
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Before you go thraugh the door, pull = 
out the upper box, You don’t need 

to reach the door, but movingit 
helps solve an upcoming puzzle. A 


The Wreck of the Masia Povia — 
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Follow the opened, passageway 
anempty room and into a 
lway sloping slightly upward. 


“4 


Apply the Rusty Key to the lock, 
“hang, and drop to the floor 
dar betow 


> 


gh ay 


TiN. 


_ Charging blindly across the four 
“sections of flooring 
would be a mistake. Run along one 


ti and, loop back betore you reach 
te far side of the pit 


4 


Climb back up into the barrel 


erie 


Get out your guns as.a goon crests 
the slope, heading in.Lara’s direc- 
tion. Continue down the nallway to 
another chamber. 
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Pull the movable box out toward the 
center of the floor 


= 
Se 
. 


By running in a small.loop, you,can 
return safely to the initial side of the 
pil and avoid the barrels that come 
rolling from the right. 


‘As 


Back in the wide hallway, hop up 


hallway and.collect the Jade Dragon and peg the goon above the pool. 


from the far end. Double back 
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Below the waterline is a lever to pull. 


om bl 
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In the new chamber, you'll have to — When you. move the box, be sure to 
move the box beneath the switch to grab the Rusty Key it was sifting on. 
throw it and open the exit. Exit back to a familiar hallway. 
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Push the box over to.the end ofthe Push the second movable box—a 


short pathway That allows Larato —_ feat made possible by your 
pull out the upper box, revealing pulling, the box. same time ago in 
another movable box beyond. the adjacent chamber. Reveal a 
hallway. 
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Run, jump, and grab across the Pull up into the passage to the right 
open pit, then look to thé right in the and drop immediately back to the 
intersection. floor below. Grab the ledge briefly 
‘as you drop to stay close to the 


wall, as a barrel rolls overtiead, 


The underwater lever opens an Slide a short way down the slope, 
upper doorway for a brieftime. and’ siart jumping. Jump back and 
Climb quickly up onto tne boat forth trom slope to slope above the 
to jump and grab the tcor, then dangerous trapdoor. 

hustfe to the opened door. 


- | > 7 - 
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When the trapdoor closes, youcan Jump upover the slope and throw Expect serious resistance through —Press the button, then.race.all,the 
stand on it and grab the ledge, the switch to exit the trapooor area. the opened portal. Go with Uzis.tor way around the upper walkway to 
Throw the switch to open a door In an upper area off of the boat the initial controntation, then snipe fh omcomer tones 


‘back in the boat room. room is the portal that opened. the goons below with the M16. Look (obstruction. 
to the left to spy a button. 
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Make a.running jump through the Down below you'll notice the second On the same walkway as the second When you pick up the secand ; 


opened trapdoor to the walkway of the Circuit Breakers, but waita Circuit Breaker, om the same wall as —_Cireuil Breaker, the exit trap- 4 
below before the timer runs out. moment to pick it up. the entrance up above, is a button door opens briefly. If you miss 

that drains the boat room. it, you Mave togobacktothe = 
Circuit Breaker corner of the ; 

foom to try again. \ 
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‘Backtrack to the drained boat When the hallway branches, head to As long as you closed the double ©—-The left-hand branch of the exit 
room, then hang and drop te the the right. To the teftis a pair of exit —_ doors in the Rest Room, the third hallway deposits Lara back in the 
floor. Open the portal and follow routes Circuit Breaker is accessible. Ifyou ballroom, while the right-hand ¢ 
the passage. didn't, use the buttor.orthe hall- «avenue leads to the Rest Room. 
way to backtrack to the Rest Room Expect token resistance. i y 
ie > are © eRe is 
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Head back toward the room where —Gollect the Small Medi Pack and In the hallway above the trapdeor _Insert the three Circuit Breakers in “ 
Lara crashed through the ceiling so follow the underwater passage. A ‘waits a serious assault force. Uzi _the fixtures near the burners and J 
tong ago. There's @ small pool in lever on the wall opens the trap- “ance sm flames are extinguished. 
fone corner door up above. 


The Whreclz of ‘the Masia Povia 
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; Once the fires are, out, Lara.can 
t puil the movable box beneath 
: the entryway. 
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’ i 


: 
in the opposite direction from the 


‘Harpoons is a dark passage where & 
dg worker patrols near the Cabin 
_ Key Door. 

Pa 


~~ 


- saeopl up the AP.ammo enroute to 
the trapdoor, back in the direction of 
the first small chamber. Stand at the 
edge and let the fish gather below. 
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Whip out that Shotgun in the small Run, pre. and grab from the small Climb out of the pool and follow 
upper chamiber, and greet the goon. switch chamber across the tops 0'—the passage. There's an unfriendly 


Throw the switch the huge metal pipes. Drop into the fish in the new pool, and there are 
pooi far below. Harpoons around the corner to 
the fight. 
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In the dark adjacent area, there’s a The switch opens a timed door at’ —_in the second small chamber, push 
door thal Lara can open to the left. the opposite end of the dark area. —_the block and throw the. switch to 
Throw the switch you find in the Loop to the right, around the pit. open a trapdoor in a broad hallway. 
small chamber. 


oh 
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If you backflip through the trap- Cm ow Moe ane we 

door, Lara hits the waler pointed windows, look low and teff for the back to the trapdoor is a small open 
in the right direction. Swim down Cabin Key, Loop around the rocks, —_aréa in the rock. Look up and spy a 
the passage and past the windows —_back in the direction of the trapdoor, tall tunnel. 


on the right. 
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The switch in the cabin drops a trap- The second switch opens an upper 


Swim.up.the tall. tunnel and lay claim Double back and. the Cabin ‘ 
p- i Lay. claim opi door in the adjacent dark area, allway back in the cabm, which 


to the Gold;Dragon. Now swim back Key. to the lock in the hallway. Throw 
tothe trapdoor, turning to climb —«the switch inside. which allows Lara to repasitiona —_ leads to a large chamber. Ready 
from the water when you surtace. fox and reach another switch your M16. 
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Tibetan Foothill 


ions 


Aa the level gets underway, look to —_—- Follow the path and jump over the Lame + Se (eee © tome ~ at heed © Oe bee pe me oe 
the skies, There’s an eaaie ciosino slope fo spy a narrow valley below. | snow boulders comes tumbling and the second wave of snowballs 
in from above down. Running slightly left of center, rolis harmlessly past. Climb to the 


you can jump to the right and avoid cave and follow the passage. 
a pileup. 


Run and jump through the right- Jump to the right extreme and then Expect more eagte trouble as you Across the goroe, # shiny snowmo- 
hand side of the ice wall, leaning to —_tean right through the ice wall to enter the large outside area bile waits ovtside = low hut 
the right in midair. deposit Lara on a sate ledae. Follow 

the path, 


ce 
se aR 
> 
Hang trom the edge of the cliff ana Hang and drop down to another in the cave, run Inte the pit and grab Follow the pathway around the 
drop to the ledge below. lower ledge and head through the De of am & awe oe FO & Fr eS PM en oe 


opening. cles. Climb up. the downward route. 


— a 


Watch the icicles above the shallow Run and jump to the smail ledge. lun and jump across the gorge to At the top of the climb, disband the 


pool. You shoutd be able to wade Say bye-bye to another birdie. the Large Medi Pack, then jump off mercenaries naar the hut with some 
oe re Acaat Pe pe yr: 1m to the (eft and climb up the large heavy artillery. Look to the right. 
Large Medi Pack. ice steps 
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On a smail, ow fedge in tront of the 
WA sits the Stone Dragon. 


\Afier you've crossed the firsi wali 
twork your way around each succes 
sive ramp. While in midair, use the 
backward command to help stick the 
landing. 


> 
Point the snowmobile to the lait of 
the obstruction and go tull throttle. 
You have to line up properly from 


ithe start because you can't adjus' 
direction in midair 


Having dealt with the bad guys, get 
back on your ride and jump the 
small pit to the left. Follow the trail. 


Jump on the snowmobile and 
thead into the cave. You needn 


get off the ride to dispose of 


unwanted company. 


The fong ramp is the final one. Stay 
off the accelerator as you drive: you 
just want to hop across a small gap 
in the ramp. 


Jump the pit beyond the obstruction 
and follow the cave. Dismount her 
and run along the trail next to the 
right-hand wall. 


The switch in the cavern opened 
the gate leading to the steep hill 
and long, narrow ramp. Ease the 
nawmobile down the hill anc 
line it up with the iong ramp. 


Squash the bad guy. 


The cave opens into'a iarge ares 
featuring several tovely snow ramps. 


= ’ aT" 


When you've crossed the gap, hit 
the brakes and back up as far as 
possible, turning to face the opening 
fo the left of the obstruction 


At the end of the right-hand trail, 
collect the Grenades and ciimb the 
jadder. Throw the switch. and back 
track with caution 


Continue in the tunnet, where two 
more thugs fail their final exarr 


Use the central ramp to clear 
the wail in that direction. Keep 
your speed below full throttle 
to avoid injury. 


—_ 
q 


Get off the snowmobile and enter 


the narrow passage to the ieft of the 
obstruction on foot. Snuff the snow 


leopards and return to the ride. 


. bg 

e ae 
There's a mercenary jurking below 
the iadder, and there's another back 
near the snowmobile. The M-16 is 
highly recommended. 


’ S mpl 
he 
er 


When the cave opens into the area 
leading to the large ramp, hop off 
and look to the right. 


% 


Tibetan Foothills 


Run, jump, and grab over to the 
ledge near the big ramp, and claim 
the Jade Dragon. Cap the kitties 
before jumping back to the ramp. 


t ' 
* 
dats 
—_ 
Go full throttie up the ramp and Lara 


arcs across the void to the cave or 
‘the tar side 


Get off the snowmobile when you've Drop and grab the edge of the cave 
from the ice ladder above and pull 
up. Take the Drawbridge Key and 
Orop into the passage at the back o7 
the cave 


crossed the hill and jump to the 
slope above the ice ladder. Grab the 
edge and climb down. 


in the tar left corner ot the vai- 
toy is a small hole with 
— a? 8 Oe 


ae ™ oe ap 


avalanche on foot. 
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A 


Expect more kitty trouble when you 
exit the Grenade hole, Climb the 
ere nd ew Rees ee ly 
cave opening above. 


a 
mm Oy me or oe “Mee 
the snowballs above. 


inside the cave, you'll need Once again, you'll need speed to get 

4 et se omen) ey 
nn mee Te oe + i ll 
the left and the snowbalis that down on foot, backflipping out of 
roll down from the right. harm’s way. 


oe 


a a 


Get out those Uzis in the tunnel You'll have to dash in a quick are in 
— ae ol meer 8 meet Of FO Co’ 68 Fame 
ice wall concealing the bad guy. down those icicles. Hit the switch 
Continue with caution. and exit through the gate. 


Get back on the snowmobile, and The Drawbridge Key goes in the 
oe 8 ee om One ent OFF Gee ee Fe Fee  ® oe 
the icy floor. Don't stop at the switch allows Lara to cross the gap with 
by the gate. Really. her snowmobile. 


Having defused the threat, get back ‘Gaaier a fae Megs See eed, 


22 8 ee 
slowly down the path. Following the tion. Approach the Hut Key, in the 
major shake-up in the cave, ride snow on the left, with caution. 
along the right-hand ridge to get 

past the pit. 


Cees pm 9 ent me 
A nn ee 
with a toy of his own: a heavily 
+e Pee 
Uzis, and try to stay mobile, or 
he'll mow you down. 


ve 
Vag i! . 


sail 
mre me Fd hey me me 
ee ee 
Pod Pes hem tee 

the wail. 


ae Per) oF 6! ote: 
et et oe ee 
heavy snowmobile can't make 

the jump, 


4 


Push the biock in the wail twice and 
jump into the small cave as soon as 
possible. 


pracy 


oe 

1 Re eer 
the hut. You need to use Lara’s ride 
ee 
heavy to make the big jump. 


— 


1 ee 6 0 Crm wt me 
eee we 
mre meme 
mobile and put a dent in your Uzi 
tip suppl 


ot me mee ee eee me pe 
— eee me em ek 
der into the pit. 


<a 


gba. ila 


There is a pair of mercenaries off to 
the right, if you try to push the biock 
all the way into the room before tak- 
ing action, they pretty much cut our 
heroine in half. 


33 


~F 


en eee ok) 
70 Cd Oe ee tems 1 ee tee a te me et Pe ree ot 


tant ramp. continue to the hut. 
7 
- wer 
| — +. — 
ee pe Fhee> ee pe! ee eee 


Dee he toe 
Se el 
on the left. You may want to whip 

out the W-16 


~~ oO he Bh eee 
“es pt en ee I 
(nat ledge. Make sure his time runs 
out, and the ride is yours. 


er J y i 
= ie 

> = 

“es OO coe oe oe + ore ere eee et eu 


Cee" of oe @ —e ff 
skills. Your ride can pivot in a tight 


circle, and don’t be shy about using 
a WeAT Pack 


SO =) 
ly to the left to avoid the snow- 
bail trap and claim the Gold 
Oragon. Climb back up. 


~ 


Take care of the sniper on the ledge 
elow, then ao back for the snow- 
mobile. Ride it over the clift and into 
the pool. Climb out and follow ihe 
oath to ext 


AS lbeetan a 


az 


a 


The Barkhang Monastery would be the most complex level in the game were 
it not for the Temple of Xian. The idea is to collect five special Prayer Wheels 
eer ew (hanigioned 18 Porky Pore med Heer uae the Dern -onter fe 
Catacombs of thie Talion. Barktiang is all about puzzles, as the resident 
monks will assist you in combating the mobs of mercenaries hot on Lara's 
trail. Just don't accidentally tag a monk, and they'll be on your side, taking 
care of most of the dirty work in fine style. It you do shoot a priest, you have 
to reload: all of the monks will turn against you. 


& 


’ follow the paesage and enjoy the 
how, The-monks generally mal 
Short work of Ihe mercenaries, so 


wk 1 ee 


(tit the tal lecider in frontet the damp from the-fecige at the top-et — Bispose-et:mote-creween:soute de 
onaetery; wary.of the aesident the ladder to the small space nearby, the top. of the rook pile 
crow population. and from there to an upper pathway, 


_ dump to the slope, slide, and graty 
the ledge below. 


Drop down below the slope and Shoot open the window and head = —- From the hallway intersection, the 
grab the crack, then shimmy right to inside. Hang a right Into the hallway. left-hand route leads fo the main 
a walkway near the nvonastery. hall, Straight ahead is the 
Strongroom. 


“Sp above the mein:hall, tae 

the Main Hall:-Key frone.the 
thon roll and head tor the the ledge outside tor Grenades. on the lett. Climb the tall ladder. small plattorm, 

- Sthongroom. 


Duck into the frat deorwey-en:the Meer the locked 
‘elt in dhe direction ofthe malnnet  Raries'and monke do battle. Cheek 890 head through the first doorway 
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Continue along the upper pathway Drop déwn from the end of the Where the first hallway inter- Hang a lett and head up the 


to the right of the huge statue. upper walkway and watch out for sects another, expect more passage 
the houlder that rolls down the ‘boulder trouble 
sloped frall. 
o 
a 
cd - 
i a i, ™ = 
aes. ya a : | 
It takes some time, but il is possible Up the ladder from the watery hall ot 
current, Swim tow along the wall to to defeat the current and reach the water far below, Pop a Flare, and roll bladed doors, a lone monk attacks a 
the right, and try notte bump into —_- underwaller opening. through the bladed doors. mercenary. 
anything of you'll lose some 
momentum. 
“ 
“ 
t: » 
= A 
a : 
ee Ia [OF ve mM a 2 
Be ready to mop up tf the battle When the second thug finds the When you take the Prayer Wheel, z 
goes poorly. When yauenter the —_flaor, jump over the inoperative — the burners come to life. Jump aside to reveal a passage inthe wall, 
antechamber, another bad guy fixtures, and claim the tirst ‘between them to make your escape. ‘Lara can use this to backtrack o 
appears inside. Prayer Wheel. toward the main fall. ot 
“ 
a 
. 
4 
‘ 
‘ 
a“ 
2 


7 . gue. * 5 Sel Ps a > ’ 
Follow the walkway back through Watch your Step heading back down —_tnserf.the Main Hall Key into the lack Head straight tor the large statue 
the main hall. Hopefully, the monk — 40 the Main Hall Door: that tall ladder near the Jarge double deors and anda fight breaks out behind you. 
already took care of the mercenary. can be a Killer. venture inside. 


« 
= 


With so. many. monks in the area, 
the mercenaries usually get kicked 
pretty hard. Gather their goodies. 


of passages. Check the hallway on 
the right, 


ih the main hall, 


Head back throug 
Remember that the Strongroom is 
back down the wide passage and to 
‘the left 


Roottops Key, Pick it up. 


In the area above, there's a switch 


Stand and jump forward over 
that will. shut off the burners fora the burners until you reach 
short time. Whether you shut them the intersection. 
off or not, however, you need to 
jump them exactly the same way, 


(his battle otter goes badly for the, 
monks. You can climb the ladder on down to the area below 
the left lo snipe and also collect 

more M-16 clips. 


the switch on the pillar and drop 
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On one side of the main hall is a pair Run and jump over the blade in the 
right-hand hallway, and enter the 


room on the left. 


Thank the monk for quarding the 
Strongroom Key, and jump back 
over the single blade in the hall. 
There's no reason to go any farther 
idown the passage. 


In the Strongroom is nothing but the Head back toward the main hall and Hug the left-hand wall to the corner 


check the doorway where the blades of the room and time your run 


roll back and forth. Go inside. 


Head down into the open area on 
the left, angling toward the opening 
on the lett as mercenaries appear 
behind you. 


When things die down a bit, throw _ S!0W open the glass case and take 


the two Gemstones. Throw the 
switch and climb back to the 
upper area, Return to the hallway, 
and take a left 


toward the Rooftops Key Door. 
Follow the passage beyond. 


There are monks around the corner 
that will come to Lara's aid when 
you round the corner to the left. 


Farther down the burner hall, 
place one of the Gemstones in the 
fixture. The huge golden door 
slides inward. 


Gor ineide the emelt chamber ane 
pull out the box on the left. 


Fan, pimp, and greb the upturnes 
palm of the stetue from tha ledge 
tonne on Aall Ladder 


ga 


darmp up the slope behind the huge 
‘stetue, and take the Gold Dragor 


ay 


Behind the-boxtensecond Prayer Backin:the main hall, investigate Cntr the tall adder up te a devel 
Wheel, Grab it and head back to the =the passages on the lett. near the hands of the huge statue. © 
main hall, 


Row climb up the hand with tie Mace the-second-Gemetone inthe Rum-and jump beok to the otetad, 


journey, and run, jump, and grab the — @xture high above the main hall, ae@ and slide down ite:front: Follow tie: 
top of the statue's head. Cross over w trapdoor opens below the-staiue. —wpper-walkway-acound the stetue'é 
the head, then jump and grab trom — More on that later. base to the rear. 

the hand to the niche. 


‘Down the wide hallway near the “naide ere Several movable boxer With the boxes arranged thie way, 
base of the statue.enter.tee.doe* ‘Manipulating them fully probably you can collect AP ammo from the 


way on the right. isn't worth the effort. You can stand —_‘floor and Harpoons from an top ot a 
beside the barrels to push the first box near the wall. You'll have to. 
box you need to move. move the one box (rom in front of 

the door eventually. 


pil and grab the ladder jo make it head up the stairs and shoot open —_ switch on the wall and the monks 

safely across. Try (0 keep thatroute the window as mercenaries close in run off to take care of business. 

in mind for the return trip. from behind, Bail out the window, Throw the switch again to close the 
and don't shoot any monks below. door behind them. 


Bavkhang Monastery 


Ulin tre wertes ermal iaddery Wthe upper chamberts the thd «=—- Rw hestte Pepreperedfertrouble = Back acrowe the lndder pit, returii 


Heading up. tenm the large Prayer Wheel. Take Randrotum © when youreopen the doorinthe — the broad passage.sad.look to the 
courtyard. the courtyard far below. courtyard, although sometimes the right. 


good guys do win. 


Need all the wey tothe end-of the = Amelee ensues. Stand-by temepa@ Trough the narrowerpassage st = Gticking-cloee4o-one walt, rem 

hall and duck inside the narrower and collect valuable prizes, the end of the wide hall waits an forward as the spiked obstacle 

passage on the loft before the impressive gauntlet. The burner begins to swing away. You may 

monks leave the vicinity. will be extinguished il you walk take a nick, but you'll drop inte a 
slowly forward. sate hall. 


un past the last blade and grab uf = you follow the nearby blade back 
‘inthe direction of the swinging the Trapdoor Key. At least that's siown the hallway, you can duck off 


obstacle. You need to repeal the over... OF IS it? into a small alcove when the trap 
wick, this time taking inte account reverses, 


ne rling blade. a 


” 


. a Once the blade passes by,run Now return'to the room where you Inthe large pool, swim past the 
( eta aere: found the Trapdoor Key moments underwater ladder and look for a 
4 leit, but don't go ; ago wnd continue in that direction. small opening high on the right. 
- There are Iwo sels of bladed Slide down into the pool. = ~ 


r doors to roll through to reach 
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Inside the small underwater tunnel 
sits the Stone Dragon. Climb out of 
the large pool and backtrack to the 
huge Statue in the main fall. 


1 =e 

oo eae 
In the small pump room, throw the — Thraigh the opén door, jump over 
switch to open the door nearby. the slope on the left and push the 


box, cutting off the water flow. 


In the area below the unlocked trap- 


Follow the path through the rocks 
doar, Joop to the Jett and thraw the and took tar @ hole im the wall where 
‘switch on the wall. When the battle —_ it terminates. Climb the ladder to the 
concludes, check the pattiin the walkway above. : 
opposite direction. 


hd 


Aim with care near the small build- 
ing: you want to take out the pair of 
crows without inadvertently lagging 
the resident monk. 


Approach the bridge with the 
M16 at the ready, and punish 
the criminal that appears, Take 
his clips, andiit’s a net gain. 


Follow the passage beneath the 


Now's the time to enter the chamber 

below the huge statue and drop statue 
through the trapdoor thal opened 

when you placed the second 

Gemstone in the fixture 


The Trapdoor Key goes in the lock 
room, and slide down thé slope to —sin the mainhalt. Drop down into the 
the dry chamber. Push the box aside area below. 


and take the fourth Prayer Wheel. 


leading to the bridge, and peg the 
crow thal appears behind Lara, The 
tritk is to coax oul the crow, buf not 
the mercenary. 


LN %, 


,, 
oP 


Jump from the rock ledges to grab 
the root of the building, and drop 
through the opening there. 


EATACOMES OF “THE TALION ~ f Adar alg Lf — 0 AG f 


The Catacombs of the Talion leads Lara in the 
Sirection of the icp Palace and « Majer thee 
down. The puzzles are relatively complex, 
and he place \4 sheokatety rawhes wit’ 
those nasty snow leopards—huge packs of 
them. You almost have to use the Uzis on 
those kitties. because the pack moves So fast. ? 
You can use the M-16, but it requires stable Stand stil.as he level gets under- 


way; you ll have to avoid the stairs 
footing, which is not always an option. of risk Begining with a quiek death, 


fog. g? Oe veers he coe seme PRO CRA Oe anme | eeynge.est pel ani || Sern On onge mean 
Ri wel natin te seman = — sleep olope, amd (ernr te grwh te Be nde wien Rpm ee gece pow te Shore Deamor 1 >vy 
of lethal icicles en route to the crack in the wal. it were all so easy. 

doorway. 


eS —. . Ae } F 2 ‘ = 7 ~ 
Bd ke be eld Ome 0 ty ee ' 
ee ee Se oe a 1, 00 able 8 pik OF the are 
Gear or tattle: Vie yal micro Varn. Une: the jarip commend & tase Dini tee lenis neha «= par lial common sa tee ey 
most likely stirring. bacMilip trom the ladder, and (if only it were all 80 easy.) 


apply the Uzis liberally, 
Tomb Raider 


PRIMA'S OFFICIAL 


Serr Fe lop of Oe Ctr cle ree 


Slide down the slope, and jump trom 
the very bottom to grab the distant 
walkway. if you Coutda't kill the kitty 
from above, that's him on your lett. 
And don’t use the stairway! 


Walk torward.up the slope; it’s 
too steep fo walk, The boulders 
are released trom above. Jump 
backward 


Head back to the pool. room and 
climb the tedge near the entrance to 
the hallway, Runiand jump across 
the room to the ledges there. 


Hang.and drop down into the pas- 
sage below the pool, and use a 
Flare to make sure you don’t fall 
into the pit. Follow the hallway. 


The.large adjacent chamber is domi- 
nated by a bive pool. The object is 
to get the mask out of the cage on 
the left. Take the stairway down and 
get those Uzis out. 


Lara should land safely on the tedge 
with the mask in the cage. One 
nasty trap detused. Drop down to 
the slope, and then down to the 


Hoor of the roam 


Run down the collapsible plank 
until Lara hits the wall, then jump 
and grab the ladder. Climb to the 
very top. 


ture and the gate rises. Put away 
those guns and proceed, with 
extreme caution beyond the gate. 


Catatomles of the Taliow 


As you reach the last step, bad men 
Tush from the entrance at the top of 
the stairs. Open tire, and keep firtng 
until the first farget drops. Pause to 
relock your sights and’ go again. 


Past the pool is another pair of 
leopards. Try not to backflip into 
the pool. Look to the right, and 
there's an opening in the wall, 


a 


Jump from the top of the ladder, and 


Lara backtlips to (he ledge. Throw 
the switch to open the cage. 


Hang a left iust through the gate, 
and use the forward and action 
commands to climb the wall 
ahead of the avalanche 


Gather the Uzi clips and Large Medi 
Pack trom near the bodies, then 
jump over beneath the ledge. Don't 
go too tar up the slope, 


Down below is a Smal! Medi Pack, 
You have a nice view of the Ice 
Palace from here, too, Soclose, ana 
vet out of reach for this level 


d 


Slide down the slope, and use the 
baektlip trick to reach the Tibetan 

Mask. When you reach it, the blue — 

pool drains. ; s 


beqin putting a serious down- 4 
ward trend in the local cat pop- " 
ulation. You'll need to use the 
Uzis to kill them ail quickly, q 


Lhe 


on 


As you step onto, the icy surface, 
more fetines roll in trom the pointed 
passage 


Dot sweat the final set of boulders 
war the huge doors. Climb to the 


More kitties. A lot more. Watch 
your back when you go to check 
the icy pool. 


_ tf the dark pool behing the pillar is a Orop down trom the pillar and Backtrack with the second Tibetan 
¢ id Tibetan Mask, Climb back up get mobile: a pair of mercenar- Mask past the huge doors and 
@ snowcapped pillar with caution. les has appeared in the open around the corner to the fight. 
; area or perhaps is. pacing in 
the pointed passage 


tt takes the yetis forever to get up 


Inside the huge dark chamber, ignore Invariably, a yeti or two lingers in 
the screams ot the caged beasts and =the stairs and over to Lara. Openfire the cages below. Be reatly to whip 
jug the left-hand wall. Jump across —_with the Pistois, then bail off when out the Uzis and gather the goodies 
ihe small'gaps to reach the switch they get close and open fire again. on each side of the room 

that opens the cages. Stay mobile in the large’area. 


Collect the Grenades from one Outside the room of yeti cages. Up the ledge past the huge doors, 
short dark hallway, and throw the several mercenaries stage a a long suspension oritige arcs up 
switch to apen a. door back above merciless ambush from the left toward a waiting avalanche. Run 
the icy pool, Backtrack with {t might amuse Lara to lob five through the opening across the 
‘extreme caution or six Grenades into the crowd second bridge and hang a hard teft. 


from a distance 
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Keep those guns handy and 
explore througt the pointed pas- 
sage, ready to backflip and open 
fire. Through the passage is a 
snowcapped pillar to climb. 


Beside the closed door is the fixture 
for the second Tibetan Mask, You'll 
also, see.a ladder to the left and 
Grenades onan overhead ledge. 


Throwing.the switch aiso raises 
small gates, allowing access to a 
dark antechamiper, Pull the movable 
biock over and shove it beneath a 
gate, like so. 


There's a small ledge just to the left 
inside the opening where Lara can 
stand to avoid the storm. Continue 
to the ledge above. 


Run, jump, and.grab fromthe upper Do. a little Lara-style ice fishing, The path along the wail is fraught From the ledge along,the right-hand 


area to the nearby ladder, then climb then go swimming Stand in the with icicles, but don't swim wall, you can see through into 
tothe upper chamber. You haveto —right-hand Side of the opening in through the entire cavern. Swim another cavern. Walk forward to the 
drop inthe pool, out you'll wantto —‘the wall, Wade and climb ashore and climb ashore on the small edge, then turn around and look up. 
exit immediately. on the right near the wall. white ledge between this cove 

and the next area 


4 


ete nt Ne TO Move to the far left at the top. of the Jump. to grab the ladder, and swim 


Climb to the upper right corner ot 


abéve, You'll $éé a sliding slope on —_latider_ and drop, Use the jump to the block near the door. Climb — the fader and use the jampcom- 
each side-of the top ofthe adder =» command as Lara (alls, and hold it Up OM the Block, anérunandjump — mand to backflip. j 
and a statuette in a small room unti! Lara can salely slide to a to grab the very bottom of the 

stop. Claim the Jade Dragon. distant ladder j 


‘4 

i 

Us 
Throw the switch.on the.ledge to Look tothe left as. youenter the new Theswitch on the small pillaropens You could runand jump across the = 
open the door below. Drop to the area, and cap another leppard. the huge doors. Don't be atraid of pit, ther’ snipe trom above. Or you ¥ 
water away from tite door, avoid- Throw the switch on the small pillar the fast row. of boulders. Jump could face the boulders and drop 7 
ing the block. and turn left onthe outside ledge. © acrOss to the ledge above the pit. backward.into the hole wittyour 


Drop from that conser. Uzis drawn, q 


There's a mess of kitties to kill If ¥ou.go onto the sliding siepes Jump forward at the bottom of the The snowballs knock open an.adja- 
betow. Roll. when you, hit the toward either set of snowballs, slope, then jump again as you cent chamber, inside, youll usé the 
sinister. switch, and:aotch a they ih come rolling down, Leave the —sitde. Bail off to the left, or per- right-hand gad to open the level exit, 
leopard kill with the Shotgun. wide slope alone. Stand at the base haps leap over the avalanche asit First, there's that last statuette to 
Clean house, and backtrack of the narrow slope. rolls down. Ouch claim, though. f 


across the pit above. 


Catacomles of the Talivn 


ser a, 1%. bas 
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you've seen 
py ligarse agli 
en your toes from the very start in order to get the y 
first secret statuette. And the level is littered with 


Sect c hoton ot nose GL stnec Caw 
Stay Soca sci ba PCG even wach cl? 


NEALAVAKAL ‘ 


} 


Pop a Flare and follow the ornate 
passage, Stop when the camera 
angle changes. 


gases 


Shimmy to the left and collect the 
Gold Dragan tram the small niche 
high above the water, Lile is good. 


Tiger trouble comes trom the lett as 
you approach, then from the right as 
Lara ascends the wide stairs. 


With the Harpoon Gun at the ready— 
just in case—swim back to the 
adjoining chamber. Climb the ladder 
above the ledge and whip out the 
APs to splat the spider. 


PBS. 
Let Lara tall: there are only two. 


The Dagger of Xian sits on the small 

dais. You won't be seeing it again moves to perform. The tirst is to 

until the end of the level. Walk jump the blade, Next. early in the 

straight toward the dais and tall wide water hall, jump backward. 
Lara leaps and pivots in midair. 


through the trapdoor, 


S die y i “ 
Dive off the and ride the cur- 
rent..Notice the the pretty fish and 
the ledge, lock, and ladder combo in 
the lower pool, There are two open- 
ings underwater. 


Face the falls from the center of 
the lower pool, ther tur to the 
right, Swim down and ta the right 
to avoid getting caught in the 
current. Hustle ashore to cap the 
killer koi 


Circle to the left of the entrance and 


Follow the rooftop ledge around to 
run onte the springboard in the the tar side, and throw the switch 
direction of the Teriple, Leantor- — te open a grating back above the 


ward to land on the roof. ledge, lock, and ladder combo. 


Be wary of spiders as you You can see the Stone Dragon 
explore, Hang and climo.down below, but don’t try for H from here. of spiders. Follow the walkway. r 
to the bottom of the ladder, then 


drop and grab the ledge below. 


Temple of Kian 


As Lara slides out of the tunnel, 
grab the edge of the waterfall, and 
perhaps spy a hint of gold. 


ae Sa bs 
You swim ashore facing the lower 
entrance to the Temple. Off to the 
right is another portal—the Silver. 
Key Door. Head toward the tempie 
entrance, Uzis ready. 


rx 


the arciving eagle, The tall from the 
root can be painful: hang and drop 
onto one of the raised platforms 
near a corner pillar. 


vy 


Giemy te teen sad pilup wary * 


Jump and grab the tadder from 


Climb down the ladder around the © From the lowest level above the 

comer and drop tagrab the ledge deadly pit, youcan grab the ledge —_—the lowest walkway and climb 
below, Pull up and defend yourselt and shimmy right along the crack. —_up {a the epening in the wall. 
‘along the walkway, Claim the Stone Dragon and back- ‘Follow the passage 


\track along the crack 


Grab the wall in the upper ‘On the far side of the wall is a 

righthand corner, jump from the collapsible plank. You need to run 

wall, then quickly jump again ttom —_ to the far end of the tiles, then straight down to the top of a 
the sliding slope, Walk across the stand stil! pillar below 


top of the wall, 


There's a switch on the dark upper Ominous ast may seem, there's 


Climb up onto the wall and work, 
your way to the Upper right-hand 
comer of the surface, below 

ithe crack 


Take the Shotgun shells, and run 
and jump to the opening, This trap. 
is @ real bear, so expect to try ita 
couple of times. 


Inside the opening isa sliding You wind up grabbing the ledge 

slope dawn 1o 4 pit of spikes. You above a pit of spikes. You'llhave to ledg@ that opens the huge doorsto —_nothing to fear immediately inside. 
need to jump trom the slope, slide climb Up lo descend sately forthe the Temple, Follow the upper pas- Go and see. 

on a second slope, and jump trom ‘Grenades below. sage to backtrack by dropping into 

there to grab the ledge. ithe water. 


q Take the M16 clips fram near 
oS 
tow. Otherwise, you can wait a cou- 

ple of hours and not have to hear 


Tomb Halder tI eae 


PRIMA'S OFFICI 


Run and jump to the first slope 
idirectly across from the 
entrance, and slide forward. 
toward the lava, Jump, then slide 
down another slope 


se 


i P.' ' Ate 


Prom the second stope, yeu * Run, jump, and grab across the Larn-will slide down # slope and Brop to the walkway antrum 
have to jump to the slope pillars above the lava, and enter drop into a deadly trap. Don’t stog raight ahead to the switch as' tie 
ahead, then jump twice.ver, #he short halway. When you ge for the Small Medi Pack onthe pet spiked walls close in. Throw the 
quickly and grab the ledge. Pull for the switch, Ihe floor drops because there's no fime. swilel\, roll, und run back dow in 
up and cross the rocks. out, Let Lara fall. the opposite direction. 


W's tough to make it inside the door Follow the passage and get off the — Watch the ceiling and avoid the 
without taking af least a nick—just slope as the metal ball releases rolling menace. You can climb past 
try to make a clean run and mini- from fear the top. You can climb the second one off to its left. 

mize the damage. or simply roll and run. 


‘a 
» 
~ 
” 
* 
Dn the welkwey near the ladder; you The rolling blades are-pretty to-leek 
ben coex-out the final sphere by nav the ladder, and-be ready to-roll and = ebove the floor of the dark room, ist, but deadly te touch; Croes the 
ming at ae angle in front of t.and.e* you-can hangin the comer teavolt Foon all the wary to the far wall, ther 
over the edge of the ledge. turn fo exit on the lett. K 
+7 
‘ 
a 
= 
A 


L eT TALL 


Suton the-ledge, expect an seriet — Atonwenciottheretierareeies —-here'enoiimetehesiatet yeu Grove the walkway, paying attontion «= 
assault upon Lara's arrival, you utter. Wher you pusii;roll ant want to meke through the opens % the shadows below: judge the Zz 
ms 
* 


‘iall of, hell opene thet.allones = sun immediately tc jump.tn.the. meee double doors, which are-on.atight safe areas between the spiked 
quicker backtrack. by rafter. timer, Run and jump along the obstacles, and tun past each along 
rafters to the tar end of the room. one side of the ledge. 


2] § =a S 
The buttons on each side of the The camera angle shifts araund toa Jump from the end of the runway 
exit begin an involved gauntlet, as the floor falls away behind you —- More forward View as you near the —_and grab the ledge across the lava. 


Start on the right, then jump lett and then a boulder is released end of the run. At that point, you'll —Thare waits the Dragon Seal. 
and press that button. Turn to the want (o tap the camera button to 
right. and run into the hall, change the view, bat keep running. 


From the Dragan Seal ledge, turn Watching out for spiders, throw the Make your way down the ledyes to From the last of the Jow platforms, 
and jump off to the right, with the switch in the dark room to reconfig- the walkway at lava level. Run and you want to run and jump to the 


statue on fhe lett, Climb the ledges —_ure the pillars in the lava. Exif out — jump to the farthest of the small slope near the block so that Lara is 
and collect the AP ammo en roule'to the opposite side of the dark room. —_ platforms along the righthand wall. —_ sliding forward. Jump trom there 
the dark room to grab the ledge .. 


and pull up prepared to slide, Run and jump to the tall pillar near Stand in the center of the low Quickly step back and off the edge 

then jump and grab the top of the the wall, and then to the Jow plat- green block and jump forward to of the slope, grabbing hold to hang, 

pillar beyond. torm below, Beyond that is another the springpad. Leary torward to above the lava as the sphere rolls 
fovely springboard. land on the ofnate slope asa overhead. Climb back up. 

sphere releases up above. 


ae 
Onde the twa spheres have been —_Slide forward down the slope, and 


When you jump forward to the sec- : 
ond law pillar, another sphere is dealt with, you car-cross along the Jean forward off the springboard to 
flat pillars unmolested. Look down = —_reacty the high rafter. There you'll 


feleased. Line up so that you can : ; : 
quickly backllip to the safety of the on the far side of the slope. You'll —_find the level's third statuette 
Tomb Raider ll first flat spot see another springboard. 
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Run, jump, and grab the edge Bun and jump back to the siape 


of the rafter across the room above the second flat pillar and 
and collect the Jade Dragon. climb the flat tops to the upper 
Perhaps you can begin to lean right-hand corner of the area. 
‘on the Uzis a little 


While running down the slope, a Return to the rafters and try to 
sphere ts released behind Lara. The take out the tigers from above. 
sate turn in the hall is on her left; Bray down to the floor. Now's the 
the right-hand side of the screen in time to take those M-16 clips it 
the long view. you digh't betore. 


You'll have to duck back and forth 
between the alcoves to make your —_—slides into a smallish chamber with 
way down the hall and avoid the 
rolling blade. 


At the end of the hallway, Lara 


an impending spiked ceiling. 


{dine ebendcheok the poe = ulbthe-iover andthe corrent mn ttm 
(goed breath hatore uew ewier dows — tne wide uncenwater.tunnel 
and pull it, 


Te ith | & oh 


a ~ 2 _ — 
Drop the eagle, then runand jump — Throw the switch on the wall and, 
over to the portal Pull out the box drop down inte the hole that opens. 
and push it aside. 


Place the Dragon Seal in the tix- 
ture and the nearby door opens. 
Inyou go. 


a # 


Around the toom are four “real” Run’and jump up the pillars and a 
switshes mixed in with textured climb to the walkway above the falis. 
ones, Once you tind the first, you Y 


can easily spot the difference. Grab 
the Small Medi Pack and exit 


Down the wide sunne:; evoid-tty Se Ca Oe emaliey peceng. - 
jever.on the left—it's ered he- pull the Jever: Don't do anything 
fing. Look high and right aeroue wise: juet-pull the lever and-baok 
from the lever, then swim into the track to the large pool dawn the 
wide turmel. 


Teepl 


of Kian 


{ wie. Th (* 
ibe oM4-} be 


Teianle vo} 


On nee peernes fed wethe tee =«— ARR a 1uN supply’ ti oxygen, swim «= Once aged He wery tight to gett the dover Mele fe opened 

wie water, and you'll: need all your — feack down the wide tunnel and inte Medi Pack, pull the lever and make* entechamber opens the exit tote 
sirte-make itup to the-omall_aree tho small passage. Take the Sma ack up to the alr pocket. Swim pool puzzie—s.donr: off oF the. alt 
where Lara can catch her breath. Medi Pack and pull the leverdown in back down and through the opened packet up above. 

‘ the short opened hallway, portal in the large pool. 


4 4s 
5 
7 
7 
Shoot the fish and take the Turn to the telt trom the switch Althe tar end of the tunnel waits 
ammo. There are Shotgun shells and drop down the open {rap- the Gold Key. Outside the grating 
beneath the water and M-16 doar as the wail closes in from is a bonus Small Medi Pack. 
clips on the low block, Be ready the far side of the room. Swim up into the pool near the 
to move when you throw the Temple doors. 
‘switch in the antechamber 
a: 
The Gold Key gees wr the tock ot ‘Swim down and butfonhook baw @ On theieft-hand eile of the tune! 
‘We ledge ithe adjacent: chamber @ — e-right.st the intersection te.an opening to a:chamber. Hug: linue past-it to the other side of the 
opens the underwater grating. the left-hand wall, wary of koi, and = room, Exit back in the direction you 
look behind a pillar on the right for came from. 


a lever. 


Switri straight down the wide pas- Climb ashore en the wonden ledge. Work your way down the passage, 
sage and up through the hale inthe 74 cap the kai from there: Be ready Once you reaeh the large web on the 
grating that the switch opened. to bur some seriaus Flares inthe right side of the passage, you'need 
dark, spidery cavern ahead. to yet out (he Uzis. They grow ‘em 

‘btg in these parts. 


; ‘= 


. ; 
Te Hes iF. vr 


There 0-8 pillar to:clirmb:on the for 
‘side of the large chamber. Pop « 


hairy pair te appear when yeu Flare before you run for #. Be ready 
drop fo the floor. to defend yourselt if the spiders 
somehow catch up. 


Run, farmp, ane-grab the pillaritie — Sn-the same shore ae the iow 


peo! and take the Silver Key. Now temple entrance |e the Silver 
batktrack all the way tothe shore Key Door: Go riside. 


near the lower temple doors. 


AS 


“here's one teat sphore-up-above: we Braw-eut the cagle-that comes 


the right side of the dark opening from behind. before you trigger ti 
Grab the AP. amma.and chack tie tiger from the acroes the bridge 
bridge with caution. It's easier to stay on the bridge if 


you work on them individually. 


Dek, yo dewey thew. The wells 
aiips there; fut-ne-way te get back 
ap the ladder Ve just @ borible 
backtrack. 


Up above, Mand sem Me come: 


forth. When the blade reverses, 
jump torward twice to make it past. 


heres prere tiger trouble from the 


Jump and grab the bottom: of the. 
left, in‘theroom acrees the bridge» ®Mall sloped pillar. Pull. up and:jump 
Mou'l-heve te jormp tc:grab the la  amediately. Lave-will-back#lip se the 
edge of the pillar on the right. top of the pillar nearby. 


Make your-way op tne ledges. 24 
feugh te-see-in:the cavern, bet-eack jump, and grab Into the wide hall 
ts close to the next. When you den!’ way, Folloit ic the small onaming 
head fo grab, carry the Uzis. Aun —at the far end. 
anid jump to the central pillar. 
* 
i A 
Expect raking spheres when yo We easied te-juet jump off teene 
phaed or he loamen Seg tide when's aphere comes dows 
The reclimb is Short. Stand and 
juinp trom the side of one pillar to 


grab the edge of the next in line. 


“eke the Large Medi Pack end sl 
with your back to the wall, facing fae slip near the skeleton, and. conelé 
fedge where-the blade rolls back end er the-beidge. You'll have to outrun 


the rolling blade ane/.duck off to the 
left at the far end of the span. 


Temp le 


Backtrack to the tiger room with 
the two pillars. You must climb up 
Via the springboards. Stand with 
Lara's face pressed to the wall. 
‘Step back. Step torwartl. Backtlip. 


Off fo the right is the Main Chamber 
Lock, You want to jump to that ledge 
and run along the lava as the wall 
closes in, from the right. 


tn the intriguing upper oom, there's 
a switch to throw at the and of the 
passage, Double back to. see which 
portal has opened. 
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Jumip to the left of the pillar, 


Pull up to the ledge ready to defend 
yourself, The door you opened with 
the last switch is nearby. 


Drop the eagle, then jump trom the. 
edge to grab the walkway, Enier the 
huge chamber. 


Don't lean at all as Lara bounces 
upward: let the springboards do all 
the work. When she (eaves the 
uppermost springboard, tean tor- 
ward and grab. 


Ls 


At the farend of the ares is alow Ontee On the ladder, move off to the in the dark upper chamber, you'll 
while block. You can save lime by —_—left siv@ to climb, thus avoiding the = have to run. and jump to climb the 
spikes entirely. ladder on the right, as you enter, 


jumping on top of it betore climbing 
the ladder. Another spiked wall will close in 


from behind. 


« . ee 


Step onto the stope near the dragon The slope deposits Lata on the top 
and slide forward, That's all. No of a pillar far below, but only if you 
lean, no nothing: just let Lara slide. just let her slide all the way down. 


Run, jump, and grab around the left 
wall lo reach the platform near the 
dragon. Take the Main Chamber Key 
trom the top of the pillar. 


leaning Apply thé Main Chamber Key tothe On the other side of the room, a 


back to the right to avoid the open lock on the wall ard jump back to — small section of grating has lowered 

door and landing onthe walkway. ‘the walkway near the door. near a pillar. Run’ and jump to grab 
the edge, then run and jump over 
and climb the ladder. 


~y 


ey lelAwAs . 


Fleati 


’ 


a =e \ 
‘Uzis and first of two Mystic Plaques and other —_ dis’ 
] names supplies. Another soldier will come - those Uzis 
up a stea to life low as you explore, panera 
F 


ie = 


I — . — iil = 7 . = = Pe 
Run, jump, and grab to the low, flat... and on to the smallistand past © From the top of the huge steps, you Follow the irregular steps in the 
end of the nearby island .., that. Travel likewise to the bottom of can run, jump, and grab toa ledge direction opposite the Mystic 
the distant set of huge green near the Mystic Plaques Door island. Plaques Door, and turn around as 
“steps,” and climb up them. That's Plaques, plural. Youneed to —_ you approach the top. The distant 
find the second one. warriors will activate one at a time. 


I — } — —— 


DY ag ‘ 
Having chipped the two warriors Jump to the low ledge in front of + Open fire as the warrior comes to As before, jump to the first stope § 
into submission, look off the other the entrance to the gold/attice —_life and he won't have time to do ‘near the beginning island, but let 
‘side of the gold lattice structure and _structure and get out those Uzis. something unpleasant. Climb upto _Lara slip off the edge. You should 
spy the rock path below. Jump Look to the left. : where the level began from near ind roughly on a small ledge 
down, and hang a right. = _ where the warrior sat. below. Turn arot 


oe 
a ae 


Sh — : 


‘ Run and jump from the low ledge to. Take the second Plaque, and run, When you jump from the small Drop down to the ledge below the 
the small island with the second jump, and grab to the point of the —_island to the large one nearby, the island, and backtrack all the way 
Mystic Plaque. ‘small island nearby. last of the resident soldiers will to that small ledge facing the large! 
activate. Uzi him before he covers island with the Mystic Plaques 
the distance. Door. Stand to the far right. 4 
; — - + 


- Run, jump, and grab from the right- Place the Mystic Plaques and ven- — Offto the right on the bridge, you gust to the right as you come 7} 


hand side of the small ledge facing ture inside. As you approach the can see an opening in the rock wall through the door is an entrance in (ae 
‘the Mystic Plaques Door. The ledge bridge, a warrior floats up. and the Stone Dragon. the rock. Walk backward up the ‘ 
‘is ever-so-slightly irregular. Too slowly. short slope outside, and move all 
- = the way to the left of the ramp. 
. 4 — 4 nd 


+. oe we Oa ea Tome Pia Wats Awe ws eawren 
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Head back to the istend where the — 
long rope slide begins. : 


jp. dust hang ‘on and you "cr cross ‘om the short hallway, run and 

py huge chamber to a jump back to the ledge on the right 
short hallv =a in the outer area. 
é _ 


‘Toe Ip a5 a warrior comes float- fi You croas over an cmb the pitar Inthe bigger area besi Pull the box so that you can jump. } 
ing in from the left, near the wall of fire, another warrior trench is a box to move. up and grab the overhead ledge, 
floats from the flaming cave Throw the switch, 


Throw the switch in the narrow a 
trench, and the long trapdoor 
walkway at the bottom of the narrow yu lean toward the opening as you Spotted from the ledge 

trench. above opens, Go and see. 


On a nearby ledge sits a stash of M- 
16 clips. Down below you can see a 
long, sealed trapdoor. 


‘Rae eRegeen the led 

where you found the M-16 

clips toward the opened 

‘trapdoor. The grabbing 
ia : 


‘swim down through the narrow pas- Climb up and throw it, mindful of t 
sage. When the passage opens up, small circular blades. A gate opens 
the left-hand we back in the huge chamber. 


“st 1 


enough to allow 
her to make it inside. ¥ 


—s = —" = = 
Jump back to the right-hand side of 
the area, and push the box over as 


‘The switch also stops the — 
blades swinging in the hall- 


Bm) Way. Wade through, and close as possible to the newly 

j b back into the hallway opened gateway above the low end 
| wh ‘long rope slider of the rope. 

; deposited 1 Lara previously. 


"Run end os 


The switch opens the door to the 


| alcove, and you can make it back chamber off of the upper hall 
| to the upper hallway. ‘Slide down the slope and drop 
into the cage. a 


| “From the upper ledge, you can ~The ninja drop all kinds of cool stuff. 


use the pillar for occasional When you start fo collect the good- 
} cover and conserve a ton of ies, the soldiers around the room 
come to life. 


oy. 


switches in the alcoves. Throw the switch at the top of the Don't get too close to the gate once When the soldiers finally crack, 


Throw both: 
One opens the immediate exit, while stairs twice. The first time, it opens 
another opens a door back upstairs. the nearby gate and activates the 

Dispose of the arriving ninja, and —_ soldiers. The second time, it closes 
head up the broad stairway. the gate before they can get inside. 


. Run, jump, and grab the crack in the 
ledge to reach the upper hallway. On wall, and shimmy to the right above 


Run, jump, and grab toward the 


the left is a sealed door. Head 
straight down the hall. 


the spikes. Pull up and throw the 
switch in the upper alcove. 


When you throw the switch onthe Throw the switch and climb the wall 
wall, the bars are raised andthe —_ behind you, beside the upper pillar. 
resident ninja begin to hurl little 


Once again, the high ledge is your You'll have to roll near the final 

best bet, especially considering that soldier to bring him to life. 

the soldiers, unlike the ninja, have © Remember to loop to the right 

no form of distance attack. around the lava trough going 
back to the top of the wall. 


the soldiers activate: they can stick check the room that has opened. 
you through the closed door. You, in Climb the lattice above the pit to 
turn, can shoot them. near the top. 


=, 


Take one “step” downward from Climb to the colored section of wail Jump back and forth from slope to You have no choice but to take it 
the top of the lattice, and jump for- behind the lattice and repeat the slope, and tean to the left. As you from the ninja until Lara can slide to 
ward, Lara will pivot in midair, and trick: jump forward and grab. Climb approach the safe flat area, aninja _ a stop on flat ground. Punish him. 
can thus grab the lattice behind up to the slope, pull up, and jump arrives from that direction to tor- 

her. Climb up. a immediately. Keep jumping. ment you. — 


— 


Pull out the block and push it over From where the block sat, jump to Follow the ledge, and look across 
in front of the razor disk stream. the lava stream to spy a small turn to spy a tunnel beneath the | 
depression in the rocks. ledge. Run and — to 

the opening. — 


— -—<——_— 


Follow the tunnel by Flare light, Follow the outer walkway to the 

and climb the low ledges to the —_—right, and claim the game’s final all the way to Lara's right, and turn 3 

outside area. secret statuette: the Gold Dragon. _ slightly to the right. Jump left and block, and grab the edge. Pull up, J 
The backtrack is tricky. First, return grab the edge of the slope. Pull up and climb atop the block. 


, across the lava to the depression. —_and backflip. “_ 
| — 


(ie « Bm. eee oe it ae 


From on top of the block, you can 
grab the rope slider and take a ride 
to the Dragon's Lair, 


/ 


Tom Ride i 


Aud Home 


Sweet Home 


There are a couple of skirmishes before the Dragon chamber, but this is mostly down 
to Lara and the boss. Uzi him until he drops, then take the Dagger of Xian from his 
belly before he can get back up. He’ll rise indefinitely until the dagger is removed. If he 
falls in some weird way—against a pillar, with his back to you—back off, and whip out 
ee ee et 


get to his feet. 


(The switch across ihe chamber 
is a red herring, but step over 
here and activaie the soldier 
(near the entrance. it's best to 
take care of him nowy 


— = ‘ 
Note the pools of water: the ares 
beneath the room is full of ammo 
and Medi Packs, but it's hard to 
get back out during the fight. 
Approach the figure to begin, 


._ 


exit tunnel that opens. 


et ee ae 
Lara’s path, 


The switch that opens the exit and 
activates the final two guards, is 
on a pillar beside the entrance, 
Stay mobile in the high chamber, 
and don't go through the exit. 


The idea Is to circle around the 
deast and empty those Uzis, Since 
the head of the Dragon is ihe target, 
only one gun will fire at once, but 
you can't stand still. 


The Vinal trick |S 
escaping the lair with 
_cc._ox- —< 


0 me eee 


ca 


= 


Peek into the dark chamber, then 
backflip to draw out each small 
group of ninja. The narrow portal 
makes 8 good check point, as Lare ' 
can jump side to side in the larger 
Chamber 


— 


Y 


the Dragon's line of fire, the dead- 
ly column of flame is just a bit too 
‘slow to catch her, Just don? 
Smack into a pillar 


r 


; | 


Back at Lara’s place, there's one last load of gate crashers to 
punish. Use the Gun Cabinet Key on the lock beside the bed 
and grab the Shotgun and some ammo, That should be 
enough to repel the initial wave. Finish cleaning the Gun 
Cabinet and fight your way downstairs, 
Peek into the yard and draw more villains to the front 
door, then exit and turn left, Around the side of the mansion 
are more enemies, and perhaps bad Bartoli’s big brother? 
Finish up and hit the showers. 


————— —— cemeenel 
Collect the Uzi clips and Large Medi 
Pack, and squeeze inside. The tar: 
thest soldier activates immediately, 
So step quickly off to one side to get 
@ good look at him. 


esl 


q 


Shae 


Eventually, you can enter the large 
ninja room and mop up. The fast 
of the bad quys spits up a Mystic 
Plaque as he dies. Use it to enter 
the main iair. 


en 
———————— 
Hopefully, when the Dragon finally 
(falls; you'll have @ good angie to} 
the Dagger of Xian in his belly. 
Run to the bloody spot and 
suse the action command to 
Withdraw the blade 


Th coll WA® 
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‘|Gold 
Secret 


In order to access the fifth and final Gold 
S: level, Nightmare in Vegas, you must find all 
the Gold Secrets in the first four Gold levels. 


Just when you thought it was safe to go back to the mansion, you get word that-a hard corps of 
A.V.A.L.A.N.C.H.E, American treasure hunters and mercenaries, is hunkered down in the Aleutian islands. 

The Cold War begins Tomb Raider il’s bonus Gold Levels, and it won't take you long to see why they're 
considered expert levels. You'll pick up the Automatics and the M-16 very quickly, so lean on ‘em. There’s 
plenty of ammo to be had in the Gold Levels, and you can't take It with you. 


“7 
Surface in the icy pool and turn ‘tf you go in and out of the area neat: ‘From the small ledge with the You also can make short work 
until you spy the beach with the the beach, a shark appears. Lure it -- Flares, you can peg the tiger. of the shark patrolling nearby. 
white tiger. away (roin the shore, and then climb 

out of the water near the Flares. 


gs } 

a wt on. . 

‘Once the shark is out of the way, The big, bluish hunk of ice makes. Swim down to the left of the blue dn the tiger's area, push the box, « 
scour the pool for the Harpoon Gun —@ good landmark for the level’s rock and look left to spy the short to claim a Small Medi Pack 

and plenty of ammo. lirst Secret, tunnel full of gold. belore approaching the Shells. q 

2. 

‘ 

7 


Down the passage on the right, When you snag the batch of Shells Work your way along the wall: Keep those guns at the ready ae- 
expect tiger trouble whan you ge = to the left, be ready to jump aside te that has two openings. Be wary.of you collect Shotgun Shells. ’ 


,. EE o/s 


lor the distant ammo. avoid the rolling snowball. another tiger hiding just under 
the low ledge. 


The Cold War ; | 


8 f ; ‘ 
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When you pick up the pack of Proceed with caution up the broad 


Flares, jump lett to avoid the rolling path, keeping left to avoid the hole 
boulder. 


in the floor. 


At the top of the ladder, stand still 
and get out your Shotgun. 


Break lett and charge up the ramp 
along the wall as the door up top 
‘opens to release thugs. 


ws 


Pull the box on the left; (hen hop Move the second box over next to 

over and push it as far as you can. the first one to reveal a passage. 
Collect the ammo and climb the tall 
ladder near the first box. 


Follow the path to the right of the 
structure and look to the right, 
toward the pit at the intersection. 
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Be ready to flip out of the way as 
you traverse the wide tunnel, but 
don't try to hide in the niche oppo- 
site the doorway. 


rr . 


~ , 
og 


You're bound to take a couple of 
hits, but applying the Shotgun at 
close range ends the battle quickly. 


= 


Up top, cheok the area of the rope 
slider and watch the skies: plenty of 
big birds fly hereabouts. 


Make your way to the pit and climb 
into the deep hole 


Collect the ammo from atop the 
wide passage; then climb the ice. 
dadder in the tall chamber. 


Jump forward over the low part of 
the ice floe. 


Ride the rope slider until Lara drops 
off; then hike back a short way to 
the Shotgun Shells in the snow. 


Follow the passage al the hottom 
of the pit. Ready yourself for tiger 
trouble. 


‘At the end of the tunnel isa goodly: 
stash of Shotgun Shells, as well as 
gold pike number two. 


‘Backtrack to climb out of the ice pit. 


Wl», 


Explore the small area; the: ‘The switch outside the barred door 

Guardroom Key lies in the farthest © opens a portal in the adjacent area. 

chamber. Backtrack down the path along the 
Structure 


“he e 


‘As you neer the pit, roll and grab the Collect the M-16 from the dark pt = Smash open the window on the left 
Jedge, The boulder passes over, 


where the boulder comes to rest. 


“On the other side, jump over the ice -The Guardroom Key opens the door 
on the right and slide down the inside the building. 

slope. Collect the Automatic Pistols > 
and proceed through the door to: 
return to the building. 


4 — 


ii 


Look down and left from the ledge. — Drop down and whip out those 
at the end of the path near the guns, Look to the right-as you round 
building. ihe corner and trade lead with 


another criminal. 


There are two windows in the front 
‘of the building. Jump from the ledge 


near the left window to the nearby 
path in the snow. 


a 


Behind the ledge where the rope 
slider terminates, run toward the. 
dark pit as a boulder drops 
behind you, 


dump up the passage thus revealed 
‘@s you face the building and push then run, jump, and grab across the 
the bow in the passage below. chasm. 
7 
= ' 
<n 
ae 


The smail room is patrolled by the 
thug you let in earlier, 


Beyond the small room, step onto 
the snow ledge fora distance yiew 
(Don’t step over the edge just yet.) 


The ioopa War 
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ew af, an 


Behind the snow ledge lies a Small You'll see another bad quy to the After you soften up the resistance, —_ In addition to the bad quys at either 


Medi Pack. You also can snipe ata right, but you may have to move step over the ledge into the end of the ramp, eagles soar 
criminal to the lower (eft. down the snow ledge ta get a depression and let Lara slide to overhead. 
clean shot. the walkway. 


— 


f 
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Look over the side of the rampto At the other end of the pif belaw the Hf you climb the tall ladder on the far jf you return to the side of the 


Spot the goodies at the bottom of @ ramp is another ladder leading side of the pit, you'll tind a bad. guy ramp you dropped from, a tiger 
tall ladder. Plug the tiger and upward: It's probably best to waiting nearby. stands between you and a shiny 
climb down. backtrack. new snowmobile. 


wae 


The switch near the snowmobile Throw the switch, hop on the snow- In the wide-open area, hop offthe © When you take the M-16 clips from the 

opens the door ab the far side of mobile, and gun itacross the ramp. snowmobile and collect the ammo _ pillar outside the opposite doorway, an 

the ramp. from the nearby pillar and the armed snowmobiler barrels in from 
doorway. ‘that hall, Have your M-16 ready. 


Mindful of the thug who still may _—-—Pllot the snowmobile across the Stop beside the obstruction and let Disembark and climb the low ledge 


lurk in the hall, take the armed small gap and smash through the the evil snowmobiler come to you. off to the new area. 
snowmobile up the passage to the —_-‘Wintdows; bank left around the cen- 
jedge near the windows. ‘tral obstruction in the new area. 
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Follow the passage to the small Alter you throw the switch, snow- Throw the switch in the room across’ Just outside the room with the 

‘chamber. Look left around the cor-__‘ballls roll down to break the ice. The- the poal to open another arca back — switch, look down and to the right to 

ner fora switch as you enter. door across the chamber opens, near the snowmobile. spot an underwater tunnel. 
teleasing a criminal. - B : 


Follow the underwater passage 'od Surface and wade ashore, looking —-Follow the trail around the corner —- From the first ledge, run across 
large pool. left to spot a trail. and look right for a low ledge to the breakable ice walkway to the 
climb, nearby ice pile. It you notice the 
transparent figure, don't shoot it: 
‘this ts your first encounter with 
the mysterious Ice Monks. 
They're friendly if you don't make 
trouble. They'll even attack Lara’s 
enemies, saving her considerable 


ammo, 


1 


Run along the tong ice walkway to. Removing the Large Medi Pack From the pillar, jump off to the ice 


the pillar with the Large Medi Pack —_ releases boulders on either side of © 9" the right and backtrack down 
alop it. the pillar, whieh smash the ice the trail toward the pool where 
floor below. you arrived. 


on, 


j Are ii “ . 
The large pool is frozen now, so you From near the pool, slide down the Blast open the ice wall to reach the - When you claim the Secret, crimir 


can teach the pick-ups an the near- blue ramp to ground level far below. —_third secret gold stash. nals crash the parly. Try to let the 
by ledge. (Don't shoot the Monks!) Monks do most of the work. (In 


other words. run and hide.) 


Fleece the bodies, and then enter 
the small tunnel on the right— 
cautiously. 


The Cold Wav 
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| 
: i Enter the new area on footand - — 
tiger prowls the small tunne!, as Climb the ladder at the tum inthe ‘Backtrack to the snowmobile and’ make short work of the thugs right 


does an ice Monk. Make sure you dead-end hallway. check the area the switch opened and lett al 
choose the correct target. earlier, ” 


Depending on your health, you can 

opt fo claim the Uzis anytime alter 

you access the narrow outdoor area; 
where the two criminals are waiting 

on either side of the entrance. That's 
before you take the snowmobile up 

the steep slope, and race the 

avalanche through the small room: f 
Scour the area for ammo and Flares, Again, palrol.on foot before back- Follow the tracks uphill. Pause when |} See the end of the level for a 

and then thraw the switch to open ‘tracking to get the snowmobile. the passage turns down and right, description of the Uzi pit. ' 
the nearby door. 


eee 
| $ 
After you make the downward right “A criminal ahead attacks as you Upon his timety demise, the second: Deal with the tiger and throw the = 
tum, you must get through the traverse the passage; shortly ‘criminal drops the Shaft B Key. switch in the small chamber. 


narrow opening quickly before afterward, another creeps up Apply it to the nearby lock, 
snowballs roll down from behind. from behind. oo 


_ i 
i} Pe =f 
Back in the passage, you must leave Keep those guns blazing as you When the area opens up, the end Watch those upper ledges 
the snowmobile behind. Fill yer advance. All the trouble should of the level is near, Expect stiff tor shadowy thugs. . 


hands... lie ahead. resistance. 


Dorr Forget the Uz 


Remember to get the Uzis before you drop through the trapdoor into the exit pool. if you end 


up going through the room with the small avalanche before backtracking for the Uzis, you'll 
have to take the snowmobile as far as the shallow pit, then use the another snowmobile to 
return up the steep hill after getting the guns. 


i = 
The switch in the central structure | 


PRIMA'S OFFICIAL opens a Irapdoor in the floor, — 


STRATEGY GUIDE leading to the next level: 


The Evid Nar The GelA Wav The Col 


CLAIMING THE ZS 


: L\ ' 

The Uzi pit is over the ledge. Stand with Lara’s back to When Lara hits the slope, Grab the slope, use a Large Though Lara barely survives: 
in the narrow outdoor area, —_—the pit, and then sidestep ag, she'll take almost half her Medi Pack to max out Lara's: the fall, there's a Large Medi 
on the opposite side of the _far to the left as possible. health in Damage. if she health, and shimmy all the Pack in the pit, as weil as the 


path from the switch. dump left, and be ready to. jumps with her health barat way to the left. Drop down. —-Uzis and spare clips, Climb: 
grab the slope as Lara about half full, that leaves in that corner. the ladder to exit through a 
slides down. her just barely alive. one-way door. 


a 
Feel 't Sold Forl't Geld Fool t Geld F 


Felt 6eLo 
Fool t Gold vould have move sremies Only. # they started stacking Cher lite condwood. OF course, G 5 
V's up te Lare'te pile ‘om up. Luckily, the Uzis lie not far ahead rN 
Thie level's :lerger-areas ave laced with little “ripwires,” M you wil. ll becomes somewhat dificaa «OS 
© avoid triggering whole mobe of bad guys that arrive at ence. Keep 40 relatively confined combat w 


meas, even when ite around; it’s easier to cope with small: aappectarenineis 


Sie Valiney 
chamber 
You may as well try to survive 
the big baitle ahead before 
checking that room. 


weet». F4e a 


7 . 


8a ll When you enter the niche With the Try to get one of the pyros as they Once the flamethrowers fold, 
ee be per Ghoigun Shelle seer Gametinwmnn — ge for-the einin# they.gey tre ROCK TAB HOWE BrEE Memane oe 
——— andstay onthat appear below. Clase: bef eoba window. Hi Galles idle 

upper level for now. 


wnGeld Fees fvld Feet 'j Gold Poel 's 


Fe ee ee de A eeceS PR Cee ent LOR PS 
room with the movable boxes. hall until tte Stairs are on Lara’s left. ledge to re-enter the box room. 


eihect tre eswnne, and pil « eecoe Goaiy tedulabasioaia {nt t-te fal cht oor Om doer 
tamales bet ow Aewend tne deme = whort- passage with tee Nenend s teal sae am me (iva thee lodge past tae grating 
secret pile of gold. 


Wier yeaa tne lotige, Se dime Callow’ tm Bhoigue Shela am owe: the twye new sea boyond He Pa. sep Sed Key | ve open 
beyond—to the oarred room— throw the switch on the far wallto © opened grating. Be carefulas you door to the right; be patient. 
opens. Take care of business. open the grating back in the explore: many enemies wait (o be 

passage. triggered. 


A Secret in Waiting 
In a short passage near 
the barred room is a 


sealed gold door, You 
won't open it for awhile, 
but note its location for 
future reference. 


Climb the bax onthe left and look Get out your M-16 and run-and jump Look jeft’as you land and peg the 
tothe snowy stoped ledge nearby _—*fOF the snowy corner. thug headed toward: Lara. 
(to the left as you face the large, 


Tomb Raider | Gold open area). 
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Fool's Geld Fool's Gold Feel 't Geld 


TT ncn ailiptaeitons fete the epenmenial ead yellee = imeugirtite steeh, you en eve 4 
draps and pul a dent in the local hugging he otk wall on Lard’s left. the guard. Secret that you reach via the sealed 
eagle population. Wateh for the gap you must jump. golden portal mentioned in the tip. 


al 

ay ne te Co Bona © Nagai, Heterrims ouble \e 
‘syen the-deor youtind down tim = enter-the-oulside aren and olimt =—apene-tho-neerby doer. Peg.tie yup = aaa ty the Cine Rapa’ claws 
rocky ramp io.the opposite direction back to ront level. Fight your way and collect the Circull Board. 

of the Secret peak. toward the opening. 


fhe waded dest sits al groend bur Apply tre Cimed Rast ond pnp a var wee inaldheand tthe ight 


rasugh the wiels amening Fine ene another will veep up behing game-and:-hep onto the box-tet o 
Con meter So ere ron the entrance, ready to M-T6 the . 
the door. srowmobiler, 


« 

- 
(Cohout te Lange Medi Fact At ov Enommebiie stom ‘ 
ad Cord Key 1 from tne cer massage, you'll glimpar ¢ bet r 
ner_of the dark room where the guy near a doorway. < 
snowniobiler hid. 


: 
> 


uoeld Foul't Geld Fool's Geld Foel's Geld 


MLO TRA gk PRETO? Pee te ey OR ee piviveemanquainl ‘The Lesehcowe spree ya © 

ihepeneagrandwailterthe bad = Hapose of thy Pig Baas through tee searthe edge, ¢ fiamethrome @ you inadvertently fall inte tie 
A to round the corner: Say windows. appears in the dark tunnel. water, pull the lever on the pillar to 
\ y «.- stop the underwater fan. 


=m 


‘Top 2 Flare gee fellow tne oper pes tau uuriesl & 4 whet, walely hel jacapeic saccharate A toe ae Ome 
page lenard oy lar os he righ ony, Mou't Gad ammo below and ‘opped the Rig Bese- moment 
cea aati poor rhea gr oti ago and pull the box toward the 
above the smail pool, and run and \dows. 
jump to grab the climbable wall. 


> ee 


pe arte of taney Om srlona wT Hotes down te watery veut tthe = Gecause shipert wountly turk wie 
‘Grenades; leek nehind the beat © guowmoblle eve remtinur down tie = apperdedges, you may want terenie 


prerer siomnsoneiee fine another open door. Take the passage. the outside area on foot, H you go 
Grenade Launcher from the out into the open, however, you 
chamber. ‘must contend with another arriving 


‘snowmobile. 


Tint Beek te the meertyy tthe 
yeullglimper passage that:rune-aroundthr saned 
Roeddinnerihemyee ee room you entered fong ago. 


Enter the unsealed goiaen portal Throw. the walt switch and deal with The tevel’s second Seeret lies Return to the door you opened with 


and lollow the dark passage. the pack of Mobermans that comes —_ through the opened door. Card Key 1. Another Gard Kpy 1 lies 
through the opened doot. just inside the roomy; expect taken 
resisiance when you grab it. 


The switch beside the door dpensa The newly arrived thug spits up Through the opened door, be ready = When the coastis clear, climb the 
timed portal you can-see out can't © Card Key 2—ihe ted star key that for bad guys agproaching trom the —_—ice blocks up the side of the clitf. 
feach. It also invites another crimi- opens the nearby door. hills left and right. 

nal’ to’ sneak up behind you. 


Follow the path to the low pillar Sn aa jut lang ts ob ans aS the Expect more company when you = 


‘above the rusty beams. above the beam willy the Flares. You — boxes, ready to deal harshly with take the Large Medi Pack from 
should hit the slope and slide down —_the waiting Rig Bosses. atop the box. 
fo the Flares 


You.can manipulate the boxes Uzi Clips and Grenades lie under the Look over the ledge trom the bax enti teplblamartinee le 


lined up in the Small upper area, boxes. Too bad you haven't tound where you grabbed the Large Medi ect the Uzis. ‘ 
but moving them ushets in a pair any Uzis yel ... Pack to peg a thug just below. “ 


jof pooches. 


Fool's Geld 


From.the-ledge, jump to the tall, Expect another criminal to try to Near the tall central pillar stands Climb the large rusty stairs and. 


rusty central pillar and blast the knoek you trom your perch. another, shorter,one with AP ammo — enter the small. room, ready tor lots 
birdie atop it. Head for those large rusty —_of rats and barrels. Avoid the 
Stairs across the way gratings on Lara’s right as jou 
‘enter the area 


When the commotion subsidies, Climti back to the barrelramp and ator the flemethrewereree, ani — Once the three tlamethrowers are 
check up the: ramp toward where the get out your Grenade Launcher. Deal then roll to.get the drop on another toast, check the pools for ammo and 
arrels came from. Below lies ¢ harshly with the two arriving hotfeat: sneaking up Irom behind. —_ health supplies. Notice the small, 
Card Key 1 lock, ‘flamethrowers.: detachéd pool in the chamber. 


Continue past.the pools. hop onto Collect the M-16 clips anddrop into Hang a left inthe passage and tol- — Work your way along the rock wail 
the right-hand ledge in the serail the hailway from the opposite end of low it until tt opens into a large area. on Lara's lft and etimb the tall pil: 
room, and try to fake-outthe thug —the upper ledge. Watch your step! lar, looking down and lett. 
overhead before you climb. 


ga 


Drop near the pillar and-take the jon Sealageavtoewla You can make your way up the far © Run and)jump from. tabi 


level's final golden Secret. shooiing the enemy aliead; then roli rock wall and snag a Small Medi the climbable surtace: 
nnesiinn aye and dispose of the one rushing irom Bish earch inter indign er a EN 
behind, return ta the bridge alterward. 
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Lower Lara to the bottom of the Betore you slide Gown tte tamp, Sitde b backward down the? ramp and — in the final chamber, check tor 
climb, and then shimmy leftas far Splat the rats and cotleet the Large shimmy bver to (he Snow patch to Shotgun Shells in the small area.in 
as she'll go before dropping. (Medi Pack drop below. tronb of the face; then exit down the 
: ‘harrow passage 


ae — 


terience vf the Gods Frevnate me the Gone 
om 
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FURNACE of Tie Cops { 


The Furnace of the Gods 

centers around a river of , = 2S ie 
motten gold that winds x, are 

through the tribal homelands —— = 

of the ghostly Monks. But oa Ae 


q 


why have they bought you i — 
here? Brave the Furnace to You must jump quickly trom the bot- Hang trom the ledge with the Flares fa il 


find the answers. nine to grab the ledge and drop to the floor far below. 


= | mT = 
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Roll and blast the rat when you across the collapsible plat- Swerve lett to <= When the . 
approach the Smail Medi Pack. ready to bank left at the don't get caught up shooting vermin ward, duck b fend B it we you ca can 
m of the slope. right away. roll and blast rats. ~, 
{) = 
é 8 af : : iB =. | 
* Want 
is , a @~ ae. fe | oe oie —“) ss = 
When the second section of spiked Follow the passage and pull out the — Follow the orange hall upward. In the large blue chamber, enter to 
tl heads down the hall, collect the wire cube to enter another passage. the right; beware of woives. 


/ammo from where it sai. 


Furnace of the Gods 


Fallow the underwater passage toa Make your way around the room's en extents mes 
dark room crawling with rats. perimeter to draw out the rats before goodies beneath them. oo onde 


picking up the ammo and heaith. 


. 
A! a 
>i 
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id . ’ 
left it when you entered the new 
area, and you'll find a pile of gold. 
: 


es 
~ 


fam ae old 
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Grab the Large Medi Pack from near 
‘ihe barred windows and climb. the 
block to the opening high in the wall, 


When you pull.up over the rock, 
Lara slides down a slope on the 
other side. Jump from that slope to 
‘another in the corner of the room 


To reach the nearby ledge safely, 
jump to the stope of fhe irrequiar 
rock and again immediately trom 
ithere as Lara slides 


Inside the opened door is 2 swilch. 
Throw if, and then retreat to. where 
you picked up the mask earlier. 


In the new chamber, run. and jump 


forward across (he molten goid. 


Jump trom the second slope to a 
‘sneaky stash of Grenades. 


Tas we ya ot Keep an eye on the baitle in 
the hurt on the arriving criminals. ceili 


Facing the irregular rock, jump Run, jump, and grab the (op of 
‘Whe low rocks on the left, near the distant rock—but don t pull 
wall 


up right away, 


Climb atop the smail, square rock Run. and jump from the tow 
and jump from there to the low ptat-  platlorrn to the irregular rock. 
form beside the gold tall. Just run 
and jump—no grab. 


Climb the rocks on the far side of Check the rocks in the immediate 


vicinity Pint ile 


the chamber, careful of 
oe atom: for a low ledge overhead. 


hos. avn we ES 


tive acd Fiwmwace 


Jump and grab the ledge above the 
Flare pit; check the far side tor a 
box of Shotgun Shells. 


You must hop down to the ledge 
near the wall, and then down into 
the pit to get the Flares. 


| e. | 


Continue back across the molten Continue along that side of the river, 
gold river to the broad, flat rock careful not to slip into the sneaky 
section, ready tor more terror spike pit ahead. 


Pim 


‘Run, jump, and grab the walkway 
above the molten gold river. 


Climb the large rock and claim the 
box of Shotgun Shells up top. 


Dispose of the birdie; then hop over — From the fiat part of the ammo rock, Lara should land on a smail rock 
the sloped section of the rock tothe — look to the right. Run and jump blindly —_n the molten goid, just above 
flat portion beyond. over the edge of the gold flow. some secret gold. 


= 


Slide down the slope and jump trom Return to the riverside and foltow 


Run back and forth, taking shelter 


the bottom back to the irregular rack the path ieft. in adjacent alcoves, to get past 

in midstream. Don't grab; just run the rolling blade. 

and jump. 
Take a step back from the edge of 
the river and hook the first jump 
around the corner to the right. 
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Jump to the central pillar and collect 
the M-16 clips; be ready to dispense 
ammo on the arriving feathered fiend. 


Slide down the far side of the 
large rock and run and jump to 
the rock in the river (where you 
can see the ammo). 


Climb back out of the Secret's pit, 
and then run and jump to the rock 
with the slope nearby. 


When you reach the river again, look 
to the right to spy a series of 
jumpable blocks. 


Pitre ‘ “ay We Cros Pact unce oo bi " 


Subsequent jumps are easier. From the edge of the final Jump into the safe water beyond the + Swim up through the passage and 
Fallow the blocks around the corner lock, target the polar bear on molten gold, ready to float the fishy clean ‘the potar bear's ledge. 
to the night. the upper ledge and chip away that approaches from the low tunnel, 

at him with Pistols. 


a a 


Look over the ledge to spot a block © Atone end of the stream, another At the other end of the stream, pass Collect the M-16 clips fromthe = 


with Harpoons beiow. Take two polar bear keeps company with an —_ below the upper opening and large underwater chamber before 
steps back ftom the edge and jump ammo stash. through the larger one ahead. heading back through the small 
forward to hit the block upper opening. 

Beyond the small opening, take the == Jump and grab the network of Button ... door ... big scary Press the button, and then hop b q 
Smail Medi Pack and Flares and ladders and move to the right. boulder—this can't be good. and ame forward to the safety i 


look lefi to spy a ladder or two. 


‘Climb down the ladder above the boul- Another dangerous button waits The door the button opened reveals 

der and shimmy left to drop sately. below. Jump to the right and a major Uzi ammo stash. Follow the se © sheet air 
then jump backward immediately  pasage on 

after pushing the button to avoid 

the boulder 


_ Hug the.ledge (on the right as you Another thug guards AP ammo in The pair of buildings. in the center of A switch in one of the houses opens 

- spy the small village) and blast the the small structure nearwhere you _—the small village house a deadly ‘the sealed door you passed 

‘bad guy. came in criminal duo. moments ago. if you go'back and 
throw that switch, water floods the 
molten gold village. 


s much easier to. collect pick-ups Don't overlook the structures ieuy the short, broad stair. 
: Village flocded, goldsfiooréd tower levels: ammo case and place the Gold Nugget 
F in the fixture to open the door, 


~ Run.down the.left walkway toward After the spiked walls have ‘Collect the stash from the left side ‘Climb the side of the structure untit 
stot wall: then return tothe = adwanced, follow the rofling blade of ffie structure, and then jump to the camera pulls back for a wide 
os Safe area between the walks. © an@Mopto the walkway onthe feft. the right-hand walkway, view 
Run and jump trom there to the 
block. 
After the camera pulls back, ook = Up top, bypass the downward ladder Run.and,jumpacrass the Slide backward toward the 
overhead for a ladder to climb. tor a moment. narrow gold flow on the other front of the structure ano 
Side of the root grab the edge. You should 
spy an opening below. Drop. 
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after you claim the prize. over the slope araund the side of 
the structure, near the fadder. 


Jump to the orange slope beside the Follow the passage and drop into 
floor opening and grab the eage to —_the cage to exit the level. 
slow Lara's descent. 


Below, exit the ladder area and | [ 
buttonhook back to the right. small pool of water, 


. ae 

From the rocks on the left, Return to the rocks, and jump and In the next chamber, dispose of the Drop through the hole in the floor to 
jump to the small square plat- grab the back ofthe yellow slope. Yeti near the Shotgun Shels; then a maze of switches and cages. 
| form in the molten gold. From Pull yourself over and jump from the _ slide down to the fioor on the other ~ 
there, you can jump aver and slope to the safe spot near the exit. side of the area. 


grab the Shotgun Shelts, 


sasionally a men isreleased— ‘The first switch, at the end che 

iccess the rm od keep you ri your toes. You'll reverse sequence, opens the last cage. 
find you must throw the switches = 

}, in reverse order, to unlock the 


og Bn ee 5s 


In the hallway be yond, take a left sats jump e grab a With her feet just above the level of Collect pick-ups from the gratings in 


and walk to the edge of the slope. r; then climb to just ie the spiked ledge, Lara can jump and _the upper area. A passage leads 
the level of the spiked ledge on spin in midair (Jump-Forward-Grab) right and left. 
Lara's left. and catch the ledge behind her. 
id i — 
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To the right, you can jump up and To the left, a welcome pile of gold through the open trapdoor, dis- | 


gtab the AP ammo, but be careful sits across a trapdoor that opens pose of the Sasquatch and return to 
not to stip down the slope nearby. when you claim the Secret. the hallway nearby. 


L —— i 5 a 
A pair of Sasquatch arrives when As Lara passes through the large From were yal killed the third 
you grab the Large Medi Pack onthe hollow tree, another Sasquatch Sasquatch, you can run and jump 
ledge. (We suggest the M-16.) storms across the gold toward you. left to land on a flat spot near the 
distant ammo. From there, spot the 


3 


Return to the bridge and jump from ‘From the far end of the slope, Lara 
there to the flat section of path can pull up, perform another midair 
against the nearby rock wall. From ‘spin, and a to reach the ledge 
there, jump forward and grab the 
edge of the slope. Shimmy right. 


a“ Ls : 

rom the small bridge, look down 
to spy a hint of gold near the wall. 
Take care not to overshoot, or 
you'll slide down an unkind slope. 


Continue alongside the molten gold we cottbncotes available The left switch opens small 
river and run and jump to grab the + the moment you enter the next antechambers in the large adjacent 
mossy pillar across the way. Collect chamber. Two are side-by-side; room. Out come Monks. 

the Small Medi Pack before return- _ throw the leftmost of these. 

ing to the path, 


Check around the cornernear _- Return to the pair of switches and Deal with the Sasquatch that comes At the end of the passage, enter 
the solo switch and grab the throw the right-hand one to enter through the opened door and follow another section of forest. 
Grenades. The adjacent areais the large room. Taking the Large that hallway, picking up ammo as 

a sneaky Secret. Medi Pack opens a door in the you go. 

perimeter hallway. 


From the ledge where you enter, — Drop from the Flares’ Jedge to the Climb the ladder above the Small _—_At the other end of the upper 
tun and jump toward the distant long bridge below and follow it left. Medi Pack. Atthe top, youcanroll area, you'll find a Small Medi 
Flares. and backflip to open a gap in the Pack and a ladder leading down. 
resident Sasquatch. Ignore the ladder. 


Descend to river level via the long The long yellow slide terminates ata Trapdoors that open and close dot When the first trapdoor opens, run 
yellow slide. Jump forward to the small platform with Shotgun Shells, the next section of pathway. Walk to and jump from the nearby pathway 
top of the slide, and then use the From there, run and jump to the top the edge of the path and wait for the to drop inside. 

green slope at the end of the first of the continuing pathway. first trapdoor to open. 

section to jump the gap in the run. 


Follow the pathway and climb Backflip from the ladder to the ledge The large molten gold areais a Drop to the ramp near the entrance 
about two-thirds of the way up behind Lara and climb up. nasty obstacle between you anda —and jump across the gold stream on 
the ladder. Secret. the right to the nearby flat section. 
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‘There's af flat spot on the 0 From om the tat spat ont wipe, Teeiseethe next gold stream, run 
‘below, but you musttake a couple ——_run and jump toward the slope and jump—don't arab—toward the ‘ 
of steps back from the edge before just: vy of the next gold stream. flat pillar across the way. factua seat above. 


jumping forward to You shauld slide down the slope 
to another flat spot. 


From the flat spot nate door, a Pass tbo and slide down ‘Notice the iregularty| inthe - 


jump over and grab the edge ofthe —_the slope. molten gold stream? Jump pose of the tiger, 
ledge. Pull up. = toward that gold wall; itshatters ound too much. 
- to reveal a smait chamber. 
oe + | & 
DB ett. : 

4 . aN 

Case 

| | 

| és) 

a. : —E—— wD 

Treen from combusting, Lara Jump tothe dark patchnearthe A hot little pile of gold lies in the “ the passage tothe opened } 
must stay beneath the dark yellow wall, and from there jump along the —_corner. Return the way you came, 


Ceiling tiles. ai aaa” 


jun and jump across the jold 
Stream and pull up to the ¢ 
openings above. 


Jurptscndlilng Bin, 1 tothe o> way b 
yellow slide so that Lara leaps low door walkway, rid 
and slides backward (Lara dosnt thee of Sasquateh—an 

leap low, she'll hit her head and for ammo—as you go. The | 
slide forward.) Hang and drop from opens into a rocky area. 
the first edge. 


Taking the Large Medi Pack from Unless you need to backtrack, con- Climb the ladders to the walk- Angle left, ready for tiger trouble 
the open-air chamber opens the _ tinue warily toward the yellow arch = ways above. in the new opening. 
door back to the start of the level. beyond the gray rocks. 


Descend the ladder and hop Save the game and place the Roll and get out the M-16 as a Stay mobile, or the Sasquatch King 
the spikes to collect the Mask of Tornarsuk in the fixture familiar fiend stomps toward you _will pile-drive you. 
Large Medi Pack. above the ladders. down the reconfigured pathway. 


Charge the monster, Uzis blazing, Up the ramp, hook around the gold —_ With the thing in pursuit, charge down f you can make It across the now- 

to jump past its shoulder and run _—walll to the left and throw the wall the walkway toward the ladders. Cut _‘"aised bridge ahead of the monster 

up the ramp beyond. switch. The Sasquatch King will be the comer on the right, jumping and throw the switch, the bridge will 
right on top of you, so watch your toward the doors you opened earlier, _etract. (The fiend is a fot easier to kill 
health as you try to squeeze back to trapped at the bottom of a pit.) When 
the walkway. the King buckles, the level ends. 
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for all of them (just in case you still néed a challenge ...). 


@ « $4 


Ty 


A 


yw ee ee fs eb ee ee Be Ee Ae ee ee we te Oe 


fomb Raider lI Gold = wees ne ee? cme fe eee te eee ee ee 
PRIMA’S OFFICIAL Sk Gcuumecuaiie 


STRATEGY GUIDE wa 


At Nigktusave ine Vem. 1D 
‘sag ea. ;' _ = | 


Climo to tne ledge beneath the win- a the ante ta 
dow and jump from there to the a a 
balcony on the left. 


Als. 


Approach the door and it opens 
ee mee Oe 
Hoiel Key to the lack. 
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Another of those nasty bird Exec @ goon to take exception 
mutants—thanktully, caged—waits he, begin pilfering the 
Dl 


as 


aus ie = 
Ae PS AV - 
‘room, lean Stand in the center of the square ‘The grating opens, and Lara dives 
the ground — near the ledge edge, and give into a small chamber with Uzis and 
directly toward the small, grated ‘of ammo, Follow the under- 
pool tar below, water passage 
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Another pair of criminals arrives \Appiy the Second Hotel Key io the Check the areas left and right tor You can peek through the fence 


trom the direction ot the poo! when lock near the lower door, and then bad guys (and anything more at the T-rex, but he'll have to 
you approach the sculpture. grab some guns. worthwhile). wait a while 


‘a : 
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Also on the ower level you'll find — ‘The butions on either side of the The tables and chairs are em Expect more trouble when you take 

crazy black-and-white ballroom. walkway to the stage open the restrictive, but don’t backflip too _the Shotgun Shells from the stage. 

curtains. quickly: an armed goon waits back You're not using up all that Uzi 
in the foyer. ammo, are you? Oh, well 
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Check the box area. if they scrape Lara can climb the edge of one Back at ground level, pull the two Positioning the two boxes opens the 
you, the anes swinging above do ledge and avoid getting boxed, ‘movable boxes into the slots in the trapdoor in the floor. 
terrible damage. jumping from there to claim the line of boxes 
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Drop below and move the one box ‘Move the second box toward the SES Head back out to the sculpture and 


along the wall. ifirst and take the Uzi clips. enough, you can move a third box climb this side? 
and discover a secret pile of gold, 
Jom Raider 1} Gold 
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You'll find Uzi clips on a smail 
ledge above. Jump from there to 
the slope on the sculpture; slide 
and hang. Shimmy right and climb 
the sculpture’s “face.” 


pp ‘ ty 
4 


At the bottom of the stairs, and 
beside them as you ascend, waits 
ammo, 


| fms, be 


Ale “S 


NR 


Don't overtook the Uzi clips mixed in Take the Large Medi Pack andthe Hang and drop like this to minimize 


with the broken glass, 


Beyond the opened door waits the 
toothsome T-rex. 


Z| 


Note this position—about halfway Lara ends up on the ledge behind Get out your guns, and don’t let that 
up the sculpture—where it widens, —_ her (if you positioned her correctly). bad guy close the gap. 


Backflip from the yellowish area. 
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Retum to the ledge where you landed The trick is to run, jump, and grab From the smail ledge, jump to the 
moments ago, and look to the right. toward the edge high above the small section of golden sculpture 


You can reach a ledge in front of ledge, but discontinue the grab at and walk into the shards. 
that small opening on the right. the last instant, before Lara touches 

the edge. The lowered trajectory 

keeps Lara from banging her head. 


V1 | 
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Door Circuit trom the ledge. damage when returning to ground beside the pool. 
level. 


J s | wo s 
it you're not in the mood to play cat- When the coast is clear (for now), _—_‘Yes, that telltale rumble is indeed 
and-mouse in the city streets, you grab the Elevator Junction from the another T-rex. Run away! 

can always park in the high niche Street. 

and chip away. 


Nig htmave in Veqas 


You'll find Automatic Pistols and When both of the big beasts are 
plenty of ammo on a dark ledge off suitably extinct, follow the forested 
the street. 


Climb all the way to the top. Take the Large Medi Pack and 
defend yourself. Run and jump to 


the upper ledge. 


When you exit the elevator, immedi- Climb the ladder to the top and 
ately throw the wall switch. When backflip to the ledge. Collect the 
the elevator descends, jump and 


ammo and save the game before 
grab the ladder. dropping 


down, 


th BRR 
Instead, duck past the thing and run The idea is to get the game’s last 
down the hall, leaping over shards Secret before killing the Sasquatch 


as you go. King. When it dies, the game ends. 
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In the cage where the T-Rex lived With the Elevator Junction in hand, 
lies another secret golden stash. climb the sculpture once more. 


{Fred 56 bay 


Stick the Elevator Junction into the — When the car arrives, throw the 
switch again and get inside. 
Ride up. 


box and throw the switch, 


Another of those hideous Sasquatch Ammo and a Large Medi Pack lie in 
freaks stomps through the halls, the open area near the elevator, but 
which connect to the cage you saw _trying to pick them up only gives the 
the creature in earlier. Sasquatch King time to pound you. 


As long as you stop right on the With the final Secret under Lara's 


pile of gold, it's pretty easy to 
scoop it up, Suck health, backflip, 
and get out those guns. 


belt, the end is—hopefully—near. 
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